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Piracy 


software pirates 


streets 


search 


With the Superbowl lurking 
|i9t around the corner we 
take a look at which carts 
best capture this sport, for 
the novice and the grid iron 
giant alike. P 22 


features 



A magazine is reflected by its 
readers, so it looks like we’re all 
mad. Colin Culk sticks his oar to 
belabour the point. 


The complex world of Nintendo is 
always moving. We’ve got a handle 
on all the latest news at home and 
abroad. The hot exclusives and 
more scoops than ever. 

Tough talk on Project Reality p 6 
Nintendo price wars p 7 

Bubsy - meeja star p 8 

Play games on your ceiling p 10 

Konami’s latest license p 11 

Hornby add to the SNES p 12 

Ant attack! p 13 

Nintendo - world beaters p 14 

Virtual Japan p 15 


Plans are afoot to classify all video 
games as of this 
spring. This report 
shows you how in 
America taik of 
ciassification ied to 

Is V lili ■®9®' restrictions 

on video games the 
same couid soon be 
'Mi;' Ml 'M\'^ happening here. 


console 

counsel 


1994 is going to be a shake up year 
for consoles and many of the new 
kids are going with the CD. We 
explain the pros and cons of CD 
vs Cartridges. 


the cartridge 
family 


Win yourself cars and carts in our 
F1 Pole Position giveaway. 


The setee is just getting bigger and 
bigger and the questions more and 
more surreal. If you want to get 
closer to the team, well quite 
frankly you’re welcome to, but I 
wouldn’t recommend it. 


subscriptiens 


Want to make it on to 
the smaii screen? Do 
you dream of pixiiiated 
stardom? Trenton 
Webb bust open just 
how easy it is to 
become a game star. 


Why risk GZ selling out and having 
to trudge around the newsagents 
trying to find a copy? Subscibe and 
we’ll bring it to you. 


An extra large and extra special tips 
section this month featuring: 

Best of the Best, Parodius, Alien 3, 
WWF: Royal Rumble, Streetfighter II 
Turbo, Super Mario World, Star 
Trek: Next Generation, Pocky and 
Rocky, Cyber Spin, Super 
Bomberman, Battletoads, Fatal 
Fury, Tuff e Nuff and Yoshi’s 
Cookie. 

Also got maps, guides and tips for: 
Shadowrun p 62 

Flashback p 64 

Aladdin p 68 

Troddlers p 71 


The big names are already loading 
up for ’94 and we’ve got their 
respective numbers. Take a look at 
these fantastic previews: 
Wolfenstein 3D p 9( 

Mario’s Time Machine p 9J 

EA’s Basketball p 9( 

Major Title p 9^ 

Prehistoric Man p 9( 

NBA Jam p 9I 


The most evil 
games you can 
get on your 
Super Nintendo 
and Just why 
they’re so bad. 


back issues 


The best games out for the Game 
Boy are all fully reviewed in our new 
specialised section. 


Hunt out the collector’s items, well 
all right they may not be collector’s 
items just yet, but they’re still fun. 
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It’s the amazing Man With Wings. How will our hero fare 
at the hands of the evil reviewer? Turn to P 44. 


Young Merlin 


Ah, I thought we’d already done Man With Wings, this 
must be Virtual Man With Wings, that’s a relief then. 


Uh oh, the pink lovely fluffy thing of, well not of anything 
really, and it’s not dangerous either. 



Take careful aim and fire, then take stock of how many 
humans you have despatched from this mortal coil. 








He flies through the air like an ant with wings. But he’s 
not an ant, oh no, he’s something else entirely. 


Zool 


T2 

Judgement 


Last Action 
Hero 



Well then, we’d all better get back to work quick style 
hadn’t we? Right where could we find some storks? 


Doing the mag types: 
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Jones (Grabbing Mac Man), Tim Tucker, 
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Pemberton, Duncan MacDonald, Patrick 
McCarthy, Richard Haynes, Rupert Sliwa, 
David Roberts (Contributors). Paul Kidby 
(Cover Artwork), Stuart Baynes 
(Photography). 
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Heath Parsons, Jon Moore, Mark Gover 
and Simon Windsor (Linotron and 
Scanning) Frances Wasem (Production), 
Colin The Publisher (Publisher) Sue 
Hartley (Circulation Director), Greg 
Ingham (Joint Managing Director) Chris 
Anderson (Chairman). Printed in the UK 
by Garnett Dickinson. 

Contains: Educed Iron, thiamine, 
mononitrate (vitamin B1) and riboflavin 
(vitamin B2), semisweet chocolate 
(sucrose, natural and artificial flavour, 
salt), vegetable shortening (partially 
hydrogenated soybean and/or 
cottonseed oils), contains two per cent or 
less of high fructose corn syrup, sodium 
bicarbonate, sodium acid, 
pyrophosphate, monocalcium phosphate, 
natural, whey and molasses. 

*‘Go Diagonal Man!” 
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30 Monmouth St, differently. AII material in the 
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■ ZO W UK. This month we have room and 

■yI inclination for a real joke. Right. 

■ there was a nun, a baby, the Pope. 

0225 44601S some publishers, a member of a 

disadvantaged group and a donk... 
(No no! Not that one! Ed.) 
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ed’s speak 

T his spring sees the introduction of a system of 
game classification. Each new game released 
will sport a minimum age limit to describe their 
content. This system is a response to the 
growing chorus of disapproval from the 
tabloid press and TV chat shows. These folk seem 
determined to label all gamesplayers as aggressive, anti¬ 
social thugs who are addicted to a daily dose of death. 

As you know, this is not true. Yet because of such 
media paranoia, games publishers have been forced to 
introduce age classification. Initially the minimum age 
limits will be determined by the publishers themselves, 
with the Video Standards Council making a final check. 
Fine. The publishers take responsiblity for the content of 
their game, so it’s right that they decide what stays, 
goes and is fitting for their particular target audience. 

Games are already effectively censored by way of 
Nintendo’s own game approval system. They’re into 
family entertainment and only permit games suitable for 
all on the SNES. Such approval makes classification 
largely redundant, but publishers will still be forced to 
jump through hoops to keep the luddites at bay. At least 
age classifaction is only reflective of a game's content 

and does not restict it. ^ 

Trenton editor 


ProjNt Reality gets tough 

Silicon Graphics, Nintendo’s partners in the development of their next generation console, 
have launched a blistering attack on their main rival 3DO. Silicon Graphics (SCI) poured scorn 
on the power and potential of the new ‘super-console’. James Clark, SGI’s founder, rounded 
on the 3DO company in CTW - a computer trade journal - saying “I don’t expect 3DO to be 

successful operating the way it does today. _ 

They know marketing, we are developers. 

There’s no way 3DO can beat us on the 
hardware side, it’s impossible. They don’t 
have the technical roots... It takes a lot 
experience and a lot of knowledge... and the 
technology in the computer part of the 3DO 
is very limited.” 

Nintendo have further upped the 
development stakes, with the announcement 
of UK conferences about Project Reality in 
early January, so the softies can learn what 
to expect from the new piece of 
kit. Game Zone will be at these 
conferences and will bring you 
the low-down on the high-end 
spec next issue. 




Silicon Graphics did 
those opening titles for 
the news you know. 


SIX O'CLdCf^ 

NEWS ^ gga M ( M M € 



Batman - The Hand-held Series 



The smartest cartoon of recent years. Batman, gets an outing on 
the Game Boy this month. Good. We’ll carry a review of it in Back 
Pocket (p.89) next month. Capturing the spirit of the TV it sets the 
new ‘Dark Knight’ on the trail 
of crime, foulness and non- 
conforming to the American 
ideal. Let’s pray that the 
coders can repair the one 
fault of these animated 
adventures - and they’ll draw 
cat-woman properly. 


Ah, maybe they won’t. She’s still 
got chunky thighs. 



Power 


He’s Jim, he’s power. He’s Jim 
Power. John made me do it. 


drawback could be that you’l 
there in cardboard specs. 


Jim Power is something of a 
breakthrough, it’s a space 
adventure in 3D! Wearing those 
blue and red glasses that 
American cinema audiences 
so loved back in the 50’s, you 
can see the game in glorious 
3D, spilling out of the front of 
your monitor. 

More surprisingly the game 
actually seems to work; the 3D Is 
good and far more than the 
gimmick it first appears. The only 
look like a fool, or an extra from Zombies sat 



Marvel’s mightiest hero, the Incredible 
Hulk, is all set hit the SNES - and 
probably quite hard. The man who “You 
wouldn’t like when he’s angry” gets 
stronger the madder he gets, only 
turning back into his mild manner alter- 
ego Bruce Banner when there’s no one 
left to punch. Now the Hulk is set to 
follow his equally irradiated pal. Marvel 
mate Spiderman into the video games 
arena. So it’s finally “Clobberin’ Time” as 
the green skinned one used to say. (Or 
was that the other one?) 



Yet another Marvel character who 
was subjected to radiation and 
didn’t deveiope a tumor. 























Spectre 

in Mac Attack 


GameTek have pulled something of a 
coup by converting the game Spectre for 
the Super Nintendo. Now while there’s 
little novelty in games being converted 
from other systems to ours, it’s where this one was converted from that’s a 
bit of first. Spectre was originally a networked game on the Macintosh - a 
machine noted for its desk top publishing and not its game play. 
Regardless of these handicaps the 3D polygon tank blast was brilliant. 

In a surreal world, you had to hunt out flags, blast the 
enemy to pieces and most 
importantly keep moving if you were 
to stay alive. GameTek have now 
unveiled their SNES version, and 
with addition of some neat twists 
(the tanks can now jump!) it looks set 
to be a bravely different Super NES 
game. Watch out for the full preview 
next month. 






Look out! DocIqOj wosvGj thoy’ro firing dt 
you. No it’s just a game. 

. _ . .--1 1 

^ 1*—^ 



Capcom in Vs Battle 

Coin op’ giants Capcom have begun litigation against Data East for their 
Fighter’s History arcade machine. Cappy (no I said Cappy) have taken 
exception to the look and feel of DE’s game because they feel it’s too close 
to their own SNES legend Street Fighter II. 

Knowing the history of software litigation, the 
battle will take a while to resolve, but the verdict 
could have far-reaching implications for all the 
other Street Fighter II clones. Previous look and 
feel cases have caused games to be pulled from 
the shelves (Nintendo and Rainbow Arts nearly 
came to blows, when distinct similarities were 
pointed out between Great Ghiana Sisters and 
Mario). A win for Data East could set a dangerous 
cloning precedent, while Capcom getting the nod 
could cause many stacks of games to be pulled for 
fear of prosecution (probably). 



Rank Screen Advertising? 

Ocean are advertising Mr Nutz at the cinema hoping to make the most 
out of the massive exposure it’s guaranteed by appearing before the 
Christmas smash cinema Aladdin. The trend was set by Mortal 
Kombat, which was advertised with the mildly popular Jurassic Park. If 
Mr Nutz does anywhere near as well as Acclaim’s beat ’em-in, then 
expect to see a sudden rush of game ads down at the local fleapit. 


Christmas price 

war cuts 

SNES cost 

In response to a vicious 
Sega price war, 

Nintendo dropped their 
SNES Super Mario All-S 
bundle from £129 to £95 
Woolworth’s started the whole affair by 
dropping the price of the Mega Drive and 
Mega CD’s, then Dixon’s, Virgin, Comet and HMV followed suit to deny 
Woolies a decisive price advantage. With cut-price competitors on the 
shelves Nintendo reluctantly dropped its price in response. They were none 
too chuffed at having to shift machines at prices below their RRP, but then, 
who cares about them when you can get a console on the cheap? 





Mario All Stars 
Nintendo 


Mansell’s Championship 
Nintendo 


Cool Spot 
Virgin 


Chart compiled by 
Gallup © ELSPA 1993 
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Super Mario Land AGAIN 

In a bid to top the stunning Zelda on the Game Boy, Nintendo have turned 
to their old-time Superstar Mario. The infamous plumber will be back late in 
1994 in Super Mario Land 3 (which is hardly surprising). 

It’s in the transition from design to programming at this very moment in 
time, with Nintendo’s best hand-held programmers (that’s programmers 

who work on the hand¬ 





held, rather than 
special midget coders 
you can fit in your 
hands) on the job. 
More news on this, the 
413th Mario game, as 
soon as it surfaces on 
a Game Boy near us. 


Mario confronts a cynic at 
the unveiling of Super Mario 
World 3. “Whadda ya mean 
overworked, I’m as spritely 
as ever.” Ha ha, er yawn. 


Charles Barkley 

signs for Accolade 

Sporting mega-hero and Dream Team^'^ member Charles Barkley has 
signed his name to a new basketball bash from Accolade and their 
‘Games With Personality’ label. And anyone out there who doesn’t know 
who Charlie B really is and why his signing a licence is important can go 
away now. Go on, shoo! Look, I’ve said all I can. 





Super Mario All-Stars 
Nintendo 


Streetfighter II Turbo 
Capcom 


Boxing Legends of the Ring 
Electrobrain 


Super Caesar’s Palace 
Virgin 


The Ren & Stimpy Show 
THQ International 



Bubsy 
goes TV 


Debuting at the MIPCOM 
(whatever that is) in 
Cannes this winter was 
none other than the 
cartoon version of Bubsy 
The Bobcat - Accolade’s 
SNES super star. The pilot 
episode entitled What Could 
Possibly Go Wrong starring the orange furred one, in all manner of wool 



collecting silliness. 

With scripts by Harry and The Hendersons writer Ray De Laurentis and 
the producer of the Beetlejuice cartoon series, Stanford Blum, so it’s got a 
good pedigree - if cats can actually have a pedigree that is. To bolster the 
little clawed one’s appeal non-game characters have been drafted in. BTBC 
Is joined in WCPGW by Arnold the Armadillo, the mischievous Bubsy twins, 
mad professor Virgil Reality, Allycassandra, Bozwell Buzzard and Sid ‘The 
Vicious’ Shrew. 

The story goes something along the lines of: The Prof’s 
Virgil Reality Helmet is used by Bubsy, Arnold 
and the Twins to take them on a series of 
ridiculous adventures on roller coasters, 
submarines and spaceships. The bad guys nick 
the helmet so Bubsy and Co 
have to get it back. Simple, 
punny and funny. If the pilot 
goes down well there will be a 
13 episode series - and we may 
even get to see it over here. 

And it’s quite good, very 
good In fact, far superior to the 
normal dismal advertorial fare 
we’re forced to face when most 
games characters are 
translated to the small screen. 

Why, they even use the ‘cut to 
black and white archive shot’ 
technique pioneered by Dream 
On. Played peeps. 


Titus The Fox 
from, erm, Titus 



None too surprisingly Titus the Fox is the character logo for softies Titus - I 
mean it just wouldn’t do to be called Ubi Soft the Fox would it? A while 

back he was the subject of a 
game on the Amiga, to some 
acclaim. Now that Titus are in 
their SNES stride they are 
bringing their flagship 
character forward for his 
moment of cart based glory. 
The game should be released 
sometime next summer. 






The European version of Cool 
Spot, Fido Dido is hot on the heels 
of the red dots success with^^f^^^ 
own animated adventure. A ^ 
level romp, the mission - should 
decide to accept it Jim - is to turn 
the uncool monochrome pen and 
ink worjl^nto funky colour. 

Throughout the adventure Fido 
himself actually remains in black 
and white. Does this mean he’s 
anti-cool? We’ll find out in the new 
year when the Kaneko’s game 
goes on sale in the United States. 


































creating a world of difference 


The careless alien collided %ith'an orbiting asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to /4 
recover and reassemble the World Cup. " 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


LICENSED FROM KRISALIS SOFTWARE LTD. 
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Boxing 


clever 


Some things are lucky 
and get really snappy 
names, the Box Boy isn’t 
one of them. Such is life. 
Despite its less than 
original name, the Box 
Boy is actually one of 
those spectacularly silly, 
yet strangely charming 
ideas, that are blindingly 
obvious the split-second 
someone else describes it. 
A box that fits over your 

Game Boy, the first Box Boy has a smart Jurassic Park piccy on the outside 
and holes in ail the right places - thus rendering it useful. It makes your 
Game Boy look different and protects it a bit. And just so you don’t bored 
with the one box, new Box Boy sleeves featuring all the major Game Boy 
titles will be released every month. These hit the shops, at about half past 
ten (am) today and cost a massive £1.99. 


Dropping the price of the NES to £30 was a massive marketing success, 
shifting thousands of machines but could have inadvertently marked the 
last stand of Nintendo’s 8 bit workhorse. High Street retailers like Dixons 
and Menzies have become 
convinced that the 8 bit market 
is viable at £29.99, and even 
Nintendo have revised their 
previous ‘decidedly neutral’ 
feeling about the machine. 

The trouble is that as supplies 
of the ‘old-style’ NES begin to 
run low, Nintendo are unlikely to 
want to sell the remodelled 
‘new’ style NES for £30. If the 
price is raised the high street 
stores will refuse to stock it, and 
if Nintendo refuse to drop the 
price then the NES could well 
disappear for good. 


An occasional column about ‘blinded’ by the visor cannot be 

other machines, I thank you: overcome, it may never become 

an everyday gaming object. 

The Jaguar - Atari’s 64 bit Sony - The Japanese super- 

wunder-console slipped into the corp has been gathering support 
shops ahead of schedule and for its fledgling CD system, by 

almost unannounced this month, announcing that Konami and 
which is a shame for such a Namco are backing it. The deal 

promising machine. between these two coin op giants 

More interestingly for SNES and Sony is to be finalised at the 

owners though is Atari’s rethink Las Vegas Consumer Electronics 

over VR Helmets that were going Show (CES) this month, 
to work in conjunction with the Neo Geo - SNK are getting 

Jaguar. Doubts over the safety of ready to reveal their latest 
such devices during long play upgrade for their arcade Neo Geo 

sessions have been expressed, machines. The precise details will 
after reports of dizziness and be announced at the January 

nausea surfaced. Atari are now CES, but it is believed to be a 
examining a number of different downwardly compatible 32 bit 
designs before committing chip upgrade to give the normal 

themselves to production. If a arcade machines 24 bit system a 

suitable solution to the long-term bit more power. There are no 
play problem and the more plans to upgrade the home 

practical risk of injury while systems as yet. 



Well that’s that then. Shouldn’t we cover it 
up a bit and say a prayer. I always liked it. 


Mortal Kombat I unveled 



The spine ripping sequel to Mortal Kombat has received its first public 
airing. It boasts 12 characters, seven oldies and five new wanna be 
hardmen. Sonja Blade has (if you’ll excuse the pun) got the chop and Is 
replaced with the likes of a 
mad Mexican, new martial 
arts master and new token 
women character who kills by 
giving you a smacker on the 
lips and then inflating your 
entire body to near bursting 
point. With twice the number 
of digitised piccies and 
hordes of special moves it 
may eventually start to rival 
that other beat ’em in terms 
of depth. Probe software are 
reputedly working on the 
myriad-conversions this dead 
cert coin op’ hit will demand. 



What do you do when your 
console gets grubby? You 
could always take it into the 
tub with you as a bath time 
toy. But then it would break 
and (if it was still plugged in) 
kill you. Faced with this 
problem our American 
cousins have come up with 
Doc’s Fix-A-Game. A tidy little 
kit it comes with ‘individually calibrated tools’, cleaning film and cleaning 
solution. And the safety conscious among you will be glad to hear that the 
cleaning fluid is non-toxic, non-flammable, non-filming rather than being 
common rubbing alcohol. So dipsomaniacs among you will just have to 
suffer dirty consoles. 


Dl 

look for 
ttoefino 


Woah! What a wacky, crazy, guy that doc 
character is. No, really. 


WHArS u 


Console 


Clean up 






Let’s face it, the bigger your TV the better your game, it’s a fact. Here at 
Game Zone we’ve only got little telly’s, hence all the low scores we give 
games. If we had one of the new projectors (this is what’s known In the 
trade ‘public begging’) from Project K we’d give everything 100%. They 
have just taken delivery of widgetts that allow you to project a SNES screen 
onto a wall and make it up to 5’ across. With built in speakers the colour 
LCD device works surprisingly well as long as the room Is dark, and adds a 
certain something especially to two players games (so we played Street 

Fighter II Turbo on it. That 
doesn’t mean we’re sad). There 
are just two drawbacks: 1) the 
system only works with an 
American SNES NTSC output 2) 
it costs over £500. So if you 
happen to have a US Super 
Nintendo, a large white wall, a 
dark room and a spare £500 
give Project K a call on 0852 
6506509. 


Have you ever played a game lying on 
your back watching the ceiling? 































Konami sign up 
the Biker Mice 

They’re the hottest thing since Wheel 
Of Fortune on American TV and 
they’re coming your way courtesy of 
Konami. They’re the Biker Mice From 
Mars and they’re quite good; if their 
outrageous ratings in the States are 
anything to go by. Modo, Throttle and 
Vinnie (the eponymous space 
rodents) launched out as one of the 
highest rating shows in history. With Turtlesque-ease the motorcycling 
rodents from Sol IV stopped channel hoppers in their tracks and had 
families actually watching as groups. 

The new show stars the little people doing daring-do type things, 
because with they’ve strength of a normal human being and an aptitude for 
riding motorbikes at ridiculously high speeds. Sounds silly, looks great and 
it should be an absolutely storming SNES game if it’s up to Konami’s 
recent standards. 

Ullehammep '94 licence 

Do you have a nagging doubt that the last Olympics 
were only two years ago? Are you as confused as 
us by the sudden appearance of the Winter 
Olympics two years ahead of schedule? One group 
of folk who are actually well aware of this are US 
Gold, because they’re aiming to announce their 
entry into the SNES scene with the official Winter 
Olympic’s game. Structured like the multi-event 
Epyx games that were so popular on computer, the 
Lillehammer ’94 licence will give you the chance to try your skis at Speed 
Skating, Ski Jumping, Super G, Luge, Bobsleigh, Downhill, Biathlon and 
Free-style Moguls. There will be a full preview next month. 




Curious joystick of the month 


Using cutting edge satire (well, an 
appalling Star Trek pastiche 
actually) Spectra Video have 
announced the launch of the new 
all singing, all dancing, all six 
button, all eight direction thumb 
control, all Start/Select buttons 
and all independent autofire 
Logipad. Well we’re lying about 
the singing and dancing, the most 
we could get out of it was a low 
mumble and frightening wobble 
when stood on its end. If you 
happen to want a to spend £19 
joypad that can’t dance, then call 
SVon 081 9022211. 



Oh Brilliant. Moro Joysticks 



There are those strange beasts who actually prefer computer-style ‘yoke’ 
joysticks to the rather neat SNES joypad. Personally I can’t understand it, 
but there are folk who prefer to waggle rather than wobble. These people 
can now hold their head up high though, walk into their local console 
retailers and declare to the shop keeper, “Shop keeper, sell me one of your 
finest Techno Plus SNES 
Control Sticks for the 
amazingly low price of 
£14.99. With all the 
buttons you could want 
(six actually) along with 
eight feet of cable”. 

Hurrah. Etc. More info on 
0604 768711. 



Zeida - Link’s Awakening 
Nintendo 


Manseil’s Championship 
Nintendo 


Super Mario Land 2 
Nintendo 


Taz-mania 
THQ Internationai 


Goif 

Nintendo 


Chart compiled by 
Gallup © ELSPA 1S94 


Radar Mission 
Nintendo 


Bugs Bunny Crazy Cast 
Nintendo 
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Nintendo have finally signed up for membership of the softies governing 
body ELSPA (European Leisure Software Publishers Association). Now all 
major elements of the British video games scene are represented by a 
single body. There will be no obvious impact for the gamer in the street, but 
it does mean Nintendo now get to go to nice meetings with big tables and 
the right to sit on committees, sub-committees... 


A year in J^'vonce 

And now the moment you've all 
been waiting for, Rik Haynes 
personal retrospective of this years 
Nintendo software in Japan. 

Weirdest SNES game of 1993... 

Sound Factory by Nintendo ’cause 
you play silly music games with a 
bunch of insects. But why? 

Weirdest SNES title of 1993... 

Bastard!!! by Cobra Team Software 
Factory ’cause it’s a classic case of 
Japlish! This 3D beat ’em up is 
similar to Dark Edge in the arcades. 

Whatever happened to this 
Super Nintendo game in 1993... 

FX Trax by Nintendo ’cause despite 
all the hype we’ve only seen one 
Super FX cart so far 

Super Nintendo game to look out 
for in 1994... 

Rockman Soccer by Capcom 
‘cause we love the character. 


Super Famicom game to look out 
for in 1994 Qoint winner)... 

It just has to be Astro Go! Go! by 
Mediae ’cause it’s F-Zero with a 
wacky cartoon characters. And it 
very nearly won the weirdest Super 
Famicom award too. 

Super Famicom platform game 
to look out for in 1994... 

Rainbow Bell Adventure by Konami 
’cause those cute spaceships from 
Pop W Twinbee are back for more. 

Super Famicom beat ’em ups to 
look out for in 1994... 

Sonic Blastman 2 by Taito ’cause 
he wears a dead smart costume. 
Asameshae Nyanko by Ban presto 
’cause it’s full of cats doing really 
feline-type stuff. 

Game Boy title to out for in 
1994... 

Wario Land by Nintendo ’cause 
everybody likes to spend hours on 
end cracking the latest Super Mario 
Bros adventure. 



Battle of Olympus 
Nintendo 


Robocop 

Nintendo 


Captain Skyhawk 
Nintendo 


World Cup 
Nintendo 


Chart compiled by 
Gallup © ELSPA 1994 


Lo G Man 


Nintendo 

J 


Solstice 


Nintendo 

J 


Batman 


Nintendo 

J 


Gumshoe 


Nintendo 

J 



\Norld Heroes 2 taking the lead 
- although we wouldn’t mind seeing 
World Heroes 1 on official release In 
the UK first. Backing this up are another bunch of sequels Fatal Fury 2, King 
Of The Monsters 2 and Samurai Showdown (which isn’t a sequel but we 
can’t hold that against it). 


Sequel 

frenzy 

Takara’s 1994 product line up 
has been announced with 


The likes of Senna and Hill are not the only ones preparing for the next 
gruelling season of Formula One motor racing. Japanese software 
houses are busy cleaning the dust off of last year’s model and applying 
a few tweaks in time to catch FI fever next time round. Strangely 
enough, Human’s latest effort still features Nigel Mansell even though 
he switched to Indy cars last In 1993. 

Published by: Human; cart size: 12 megs; price: ¥9300 (£58); Out: now. 


Hornby add 

depth to game play 

First came the Game Genie. Next 
came the (still unreleased) Superdeck 
converter, and now there seems no 
stopping those Hornby folk, as they 
hit the SNES full on. At the Consumer 
Electronics Show this January, they 
unveiled a new joypad that really 
could change to way we play games - 
as opposed to beefing up your fire¬ 
power, slo mo etc. Hornby’s new 
gadget offers players extra depth of 
gameplay, by offering them just 
that, depth. 

The ingenious device was developed by the Triax, the people who built 
the Touch Turbo 360. Provisionally titled ‘The Multi-Function Controller’ It 
will allow sprites In games to move closer and further to the screen, 
offering real flexibility at the touch of a button. 

If employed in a beat ’em-up It would allow characters to step closer 
to/further from to the background to avoid a blow. Such perspective in 
games is nothing new (the Final Fight series being a famous example) but 
traditional joypads rely on the UP and DOWN controls to send characters 
nominally into and out of the screen. This robbed traditional games players 
of the most logical jump and duck commands and worst still It didn’t feel 
right. The perpsective never really worked, making it hard to work out their 
exact alignment. Hornby’s new device gets around this by offering a unique 
(heavily patented and copyrighted) joypad driver which allows full, precise 
control of the depth of your sprite in relation to the screen. 

With great implications for all kinds of games - from beat through to 
shoot ’em ups - the success of the new joypad relies entirely on software 
support for its success. If only a few games take the peripheral seriously 
(as has happened with the SNES mouse and Super Scope) then It will 
wither and die, but Hornby has already seeded development teams with 
the joypad driver. Already publishers like Electronic Arts and Capcom, have 
seen and expressed interest In this innovative device. 






With the ‘Multi- 
Function Controller 
You should be able 
to step behind and 
in front opponents. 
A factor that would 
add that much 
needed gaming 
boost to the likes 
of Final Fight and 
even Street Fighter 
1/ (maybe, ish). 









































’em up 


Don’t jump to conclusions, 
Sim Ant is not actually the 
most pointless game in all of 
history. Think about it, ants are 
of a collective mind, massively 
strong, hugely territorial and 
very fierce - if you’re the same 
size as them that is. In Sim Ant 
you get to control a colony as 

_ the head honcho ant, who sends 

out drones looking for food or to 

war with other hives or even to try and take over a human house. Then you 
can lead the ants, laying trials for your workers to follow. In its previous 
incarnations it was good, but a little too fiddly. If Maxis (the people who 
created Sim City) can sort that out for the SNES... 


So this is Sim Ant, no no this is Zombies^ 
but those are ants and well that’s the only 
similarity really. 


PC Lasers ‘Christm.^ 

Chaos’ says IBM 

Big BhjefHM^wariKl that thousands end PC buyers^Kai 

hours of frustration and techno' t^ll as they tnsd to soMlihttwr 
machines this Ctaistmas, Ha! Thal^l lecrm 'eoa. 


Ren ami Stimpy 

peeturn 

After a quiet debut in Veediots 
(GZ14 62%), the cartoon loons 
Ren & Stimpy are out to make 
their fortune in Buckeroosl Stimpy, 
it seems, has invented a machine 
called the Gametron 5000 
Moneymaker, which pays you for 
playing games. Rather neat eh? All 
you have to do is help the little 
rascals save the planet, kidnap the 
infamous TV celeb’ Mr Horse and 



then rescue the highly curious Maid Moron. Hmmm. Nice idea folks - 
except for the bit about rescuing the maiden that is. Expect a full and non 
judgemental preview and 
a fully judgemental and 
let’s face it accurate 
review the following 
month. Meanwhile we’l 
all have to make do with 
the cartoon series. REN: 

“He’s Great” STIMPY: “No 
he’s toast terrific.” Ho ho. 



Hand sell 




Ads with sub-titles? Everybody’s used to the idea of teletext sub-titles 
for TV, but now all future Nintendo ads will also features on -screen 
text for the deaf and hard of hearing. I’m not entirely sure what this 
means, but there we have it. At least you’ll be able to impress your 
friends/neighbours/family next time there’s a Ninty commercial and 
you’ve got the remote. If they’re impressed by that kind of thing that is. 


game zone 


Almost famous now 

When you’re looking for a licence you want something that relates to 
the potential player, something that they will be able to identify with 
and something/one that will add a little extra glamour to the whole 
affair. Which leaves you in a bit of a spot if you’re trying to launch a 
soccer game in the States, because they haven’t got any famous 
football players. To wit. Electrobrain have had to sign tubby US keeper 
Tony Meola. Now there are obvious problems here, a) no one has ever 
heard of Tony Meola b) a goal keeper perspective game would be 
deadly dull or just deadly - anyone remember Peter Shilton’s 
Handball Maradonna? 

Still the ads for Electrobrain’s Tony Meola’s Sidekicks show mid¬ 
pitch shots so the game obviously allows him to play outfield every 
now and again. And with the World Cup imminent it seems that the 
American’s have finally mastered football. “Pound your opponents to 
gain possession of the ball” “Rocket the ball at the goal with a mind- 
shattering bicycle kick” “And never, never give the opposition a chance 
to score”. They’ve obviously been talking to Mr Talyor. 

The French are a lot more sensible. They just renamed Striker to Eric 
Cantona Football Challenge. 
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Dynamic Stadium 

By Rick Haynes, our Japanese 
cultural attache 



When the Japanese aren’t laughing 
themselves silly watching Clive James 
and Chris Tarrant videos, they tend to 
spend most of their spare time scanning the latest baseball stat’s on 
TV. Commentators jabber on for hours about really trivial things (And 
English soccer commentators don’t? Ed). The most popular players 
even become celebrities overnight, frequently invited onto chat shows 
where they do their favourite karoake party piece or perform crazy 
Endurance type tricks like seeing how long they can sit in a boiling hot 
bath before screaming out in agony. Imagine BBC1 handing over an 
entire evening to Jimmy Hill’s analysis of last Sunday’s match against 
Southend Instead of showing a blockbuster movie (When was the last 
time the Beeb showed a blockbuster on a Friday night? Ed). So it’s 
little wonder that everyone was trying to cash In by releasing baseball 
video games In time for Christmas. Dynamic Stadium is Sammy’s 
homage to the national sporting obsession, is pretty straightforward. 
This one though does seem to be aimed at the younger end of the 
market (in other words it’s got cute Manga kids and Is dead easy). 
Published by Sammy; 8 Mbit cart; price ¥8500 (£53) and it’s 
available in Japan now. 


Ooops, Elitle Mistake 

We come clean. There were a few factual errors in our reviews of The 
Fidgetts and Dr Franken. For The Fidgetts, we implied because the early 
tech’ spec mentioned it, that the game has a two player link mode on the 
Game Boy. Then on our review of Dr Franken we neglected to mention that 
it’s published by Elite, for the price of £44.99 and is out now. There, one 
record set straight. 
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looKing excixea. 


Okay, this game isn’t the most impressive 
thing ever to grace the Super Nintendo but 
KSS has more than made up for any 
deficiency in the game play department by 
commissioning the tackiest TV advert seen 
since the “You’ve been Tango’d” campaign. 
There’s nothing like a sad bloke in a stupid costume to boost the sales of a 
flagging game. And remember, you cynical, people bingo is big business in 
today’s Britain and you don’t have to be over 60 to enjoy it. 

Published by KSS; 8 Mbit cart; price ¥8500 (£53) and it’s available 
in Japan now. 


By Rick Haynes, our Japanese news hound 
and Couch Potato 


nngl 



Why is it that 
advertising 
executives the 
world over think 
that silly outfits 
will make people 
want to buy 
video games? 



Kirby’S Pinball Land 
Nintendo/Game Boy 


Aladdin 

Capcom/Super Famicom 


Torneco’s Great Adventure 
Chun Soft/Super Famicom 


(The Japanese 
name for the Super 
Nintendo is Super 
Famicom) 


Winning Post 
Koei/Super Famicom 




Soft Oscars 


Brrm brrm er, this is FI Pole Position^ the 
best driving game of 1993, and so say all of 
us, except Game Zone, buy Rocky Roll. 


Nintendo games stormed the 
first round of annual European 
awards. At the Tilt 
D’Or/Consoles Plus ceremony 
at the Sorbonne in Paris, they 
took nearly two thirds of those 
on offer, reflecting just how 
good a year It has been for 
Ninty games. Hosted by 
France’s two most influential 
magazines, success at the Tilt 
D’or raises the profile of winners 
and their games - which has the double benefit of making them feel loved 
and adding potential valuable sales. 

This years console winners were: 

Best combat game - Street Fighter II Turbo (Capcom) Super Nintendo 
Best driving game - F1 Pole Position (Ubi Soft) Super Nintendo 
Best hand-held game - Zelda: Link’s Awakening (Nintendo) 

Super Nintendo 

Best platform game - Mr Nutz (Ocean) Super Nintendo 

Best animation (?!?) - Starwing (Nintendo) Super Nintendo 

Best shoot ’em-up - Starwing (Nintendo) Super Nintendo 

Plus Fun award - Super Bomberman (Hudsonsoft) Super Nintendo 

Best graphics - Aladdin (Virgin) Mega Drive 

Tele Poche award - Ecco The Dolphin (Sega) Mega Drive 

Best sports title - FIFA International Soccer (EA) Mega Drive 

Best Adventure - Landstalker (Climax) Mega Drive 



Madcteiir^ 

than KeH 

After Sonic Twosday, Mortal Monday get ready for Football Friday and 
the launch of John Madden ’94 - if you happen to live in the US of A. If 
you happen to live in the UK, it’s still not clear if the latest episode of 
the John Madden Gridiron saga will ever get an official release. Just to 
rub salt In the wounds, it’s also been getting really good reviews in all 
the American mags too. Bah. - 


A third series of Bad Influence, the Children’s ITV games show, has 
been commissioned and will be broadcast next September. Pulling in a 
massive 4.5 million viewers (which is sizeable chunk of the audience at 
that time) it has left GamesMaster trailing in the battle for the top 
games show. The recent series has been so successful, that there are 
even plans for a Sunday morning version as well. 
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You're fired 


The latest Manga video released this month takes a different tack and 
abandons super powers and monsters who destroy cities. Fire Tripper is 
more of a time-travel mystery with a young girl displaced in time and 
desperately trying to find her way home. Suzuko you see has been thrown 
back through time by a freak (or was it?) gas explosion. 

Finding herself 500 years out of time the film tells the tale of her bid to 
unravel the tangle of time lines the gas blast has caused. It’s odd, not as 
action packed as usual, preferring to try plot for a change. Fire Tripper (PG) 
only lasts 49 mins though, which isn’t that much of a barg for £8.99. 


Sweaty Palms 

Well you see it’s like this, for couple of years (1990-1992) in the American 
magazine Details a graphic novel by the name of Wild Palms slowly, 
inexorably wended Its way through reality and dreams, security and 
paranoia and some might say sense and nonsense. 

No doubt you have heard of this phenomenon due to the television film 
Wild Palms, attributed to Oliver Stone and billed in the states as ‘the 
television event of the year’. Over here it has been and gone and come 
under a certain critical spotlight afforded to those works that are deemed 
highbrow and need explaining to us, the ignorant public. 

Now though you have the chance to read for yourself the unexpurgated 
graphic novel In a publication by Arrow Books. This Is a collection of the 
original work and gives you the chance to enjoy the work before Oliver 
Stone got his conspiratorial hands on it. 

The story follows Harry Wyckoff and his seeming breakdowns, however 
following the old paranoid proverb: 

‘Just because you’re paranoid it 
doesn’t mean they’re not out to get 
you’ you can’t tell where reality stops 
and starts. This leaves you with an 
overwhelming sense of confusion 
that lends itself to a myriad of 
interpretations. So at the end of the 
day you’re free to make your own 
mind up concerning what it’s all 
about and you don’t need any 
poncey critic to tell you what to 
understand. 

So there you have it, a serious, 
playfull and possibly even profound 
graphic novel is out there for all to 
enjoy and it’s £7.99 in 
a bookshop near you. 



You, might not believe this but that’s an 
anagram of Palms Wild. 


Japan 

on a Platter 



You’ve read about the place, you’ve tasted the uncooked fish malarky and 
you’ve seen the countless manga videos but still a visit to the land of the 
rising Yen is a long time in the future. Not so, discard that blatant untruth, 
belie that (Get on with it! Ed.) 

Right then, over in Brent (you know Bernie Grant and loonies lefties etc 
etc) a slice of Japan has recently arrived in the form of the Yaohan Plaza. 
With a traditional Japanese garden the shopping centre (for that’s what it 
Is) tries to live up to the motto ‘all Japan under one roof. 

There you will find vegetables flown in specialy from the East, 11 
restaurants, 70 different kinds of Sake and a games complex (did you say 
70 kinds of Sake... no I mean did you say games centre? Ed.) I did indeed 
the wonderful rice wine Is... I mean the games centre although run by a 
company that is not Nintendo (and begins with an ‘S’, rhyming with Vega) 
so when your arms are weary from buying manga vids and comics you can 
relax a while by killing people in a hi tech way. 

This is Yaohan’s first venture into Europe and Is tipped for a great 
success delivering a commercial view of Japan that is accepted by 300 
million customers in 16 different countries. We went and took a peek the 
other day and Instead of spending the required hour there we lost a whole 
afternoon, (but that was due to the Sake wasn't it Ed.) Shh, shhh. 


Thousand upon 
thousands of Great 
British Shoppers 
flock to the Yaohan 
Centre to sample 
the ambience of 
the Orient. And 
escape from the 
horrors of Brent 
High Street. 


Money talks 

Gerard Klauer Mattison, Nintendo’s accountant’s have outlined Ninty’s 
expected sales for the next financial year. With the video games industry in 
a state of format flux - the decline of the 8 bit consoles, the continued rapid 
growth of the 16 bit platforms and the introduction of a whole host of new 
machines - Nintendo’s own predictions provide a valuable guesstimate as 
to how things may turn out. 

Unsurprisingly NItny’s own accountants are predicting another year of 
growth for both publishers and hardware producers, a trend which should 
see Nintendo’s profits rise from $751 million to $764 million and a turnover 
increase from $4.84 billion to $5.47 (for comparison this year Time Warner 
turned a $13 billion turnover Into a $86 million profit). 

Avarice and jealousy aside, the breakdown of these estimated profits 

indicates that Nintendo have implicitly accepted 
the decline of the NES. In the US, the 8 bit’s 
traditional stomping ground, predicted sales of 
the NES have been rounded down from this year’s 
$1.2 billion to a ‘mere’ $840 million. The Game Boy 
is set to continue steady growth from $935 million to 
$950 million while the Super Nintendo is expected 
to pull down a stunning 3.2 billion, up $1.1 billion 
on last year. And that all adds up to a tasty $5 
billion - which should keep them in beer and fags 
for a week or two. 

And Nintendo, ever eager to put the boot into the 
competition, took this opportunity to have a swipe 
at all their competitors. They say Sega will only sell 
billion worth of kit, 3DO $35 million and the Atari Jaguar 
a minuscule $5 million. But then, they would say that. 



A survey of console and computer retailers has revealed that 20% of 
them see Nintendo as the ‘games market villain of the year’. But 
Nintendo shouldn’t feel too hard done by, another fifth thought that the 
worst behaved bunch were Sega. Curiously, Nintendo also came third 
In the poll for ‘games market hero of the year’, with 8%. The 50 shop 
survey speaks volumes about computer game retailers. They voted 
Mortal Monday ‘The event of the year’ and Mortal Kombat the best 
value console game of the year - they don’t play games do they? 























ig brother is watching you 



It seems a little strange 
to be writing about 
censorship in the 
freedom of the west but it 
appears that video games 
have got some |^ople’« 
back up. 

wants to tell lihem'^ll to... 
(Snip. Ed.) 


C ensorship is a tricky littie subject that 
affects aii of us and any mention of it 
normaiiy brings hordes of iiberais out 
of the woodwork, wringing their 
hands and getting aii het up. 
Introduce censorship even in the most worthy 
cases and it is immediately open to abuse by 
The Powers That Be, or at least that’s how the 
argument seems to go. It is thanks to this kind of 
thinking that you can have Nazis goose-stepping 
down your high street. (Steady on there boy. Ed.) 

Self regulation is the is one way of avoiding 
censorship while at the same time providing a 
safety net. Recently self regulation was brought 
to the video game scene when at an 
‘extraordinary meeting’ (usual software house 
modesty there) a number of software publishers 
voted unanimously to introduce voluntary 
classification and follow a Code of Practice 
concerning all video games. In other words they 
have decided to employ ‘common sense’ rules 
which will classify games into certain age 
ranges and then put a little sticker on their 
video game boxes to indicate which age 
range each particular game is suitable for 
and more importantly which ones it is 
not suitable for. Classification has 
always been a part of video games 
by the British Board of Film 
Classification under the Video 
Recording Act. However the 
general view is that technology 
is spiralling out of control and 
no doubt before long our 
young people will be 
taking part in all kinds of 
nefarious virtual 
activities unless 
something is done. 
Teenagers would 
be loading up on 

virtual drugs or playing the latest virtual bank 
robbery games and shooting innocent people 


left, right and centre before nipping down to the 
high street to massacre a few real people. It’s so 
easy to warp our young minds you see. The age 
ranges for video games will be 0-10,11 -15,15- 
17 and 18+ and all new video games from this 
spring onwards will carry a classification on its 
packaging to inform us all whether the game is 
suitable for us or whether it is likely to be 
detrimental. Let’s face it we don’t want ten year- 
olds walking the streets in pyjamas and ripping 
our throats out in a single manoeuvre. 

I spoke to Roger Bennett the General 
Secretary of ELSPA (European Leisure Software 
Publishers Association) the organisation 
responsible for the ‘extraordinary meeting’ to 
find out just what the classification of video 
games will mean to us punters. 

The first thing he impressed upon me was that 
this ‘common sense’ arrangement was to 
safeguard video games from the same kind of 
legislation that we have on videos. Whereby all 
games would have to be sent by law to the Video 
Standards Council where they would receive a 
rating that would be legally binding. 

nudge, nudge 

The Video Standards Council will get 
questionnaires from games publishers 
concerning their games and they will then advise 
the publisher as to which rating they should give 
the game. It is not legally binding and is only 
nudging the publishers in the right direction. 

Then once the game has got its rating on its box 
it goes on sale in the shop and if the shopkeeper 
agrees with the rating he can refuse to sell the 
game to people under the age of its rating. Still 
though, it Isn’t legally binding it’s just nudging 
the shopkeeper in the right direction. Then your 
nine year-old nephew walks in the shop sees 
which game he wants, sees the rating and if he 
Is under age he can decide not to buy it. He 
doesn’t have to refuse to buy the game though. 



By Neil West November 15, 1993 Trap. Let me be clear, I am not proposing 

Dear: Sega [Nintendo and Capcom] legislation, government regulation or litigation 

Despite all the fuss concerning video games As California’s chief law enforcement officer, I to curtail the availability of these video games, 

that we have experienced in the UK, as you are am deeply concerned with the rising trend of Instead, I am appealing to your sense of 

no doubt aware, it’s always a little bigger and a juvenile crime in our State and the escalation of corporate and personal responsibility: either 

little better over in the States. Our US media violence in our streets. Part of the problem lies remove the needless violence from the games 

correspondent has been in touch recently with our society and its culture of violence. Our or remove the games from the market.... 

giving us details of what has now grown into a children are becoming desensitized to violence Continual exposure to violent Images and 

fully fledged media party. The complaints are because of their constant contact with themes in various entertainment may not be the 

much the same as those over here, however in gratuitous violence throughout their everyday direct cause of these atrocious acts. But 

the US, media manipulation is an art form as lives from all forms of the media, collegiate and interactive video games which promote 

you’ll see from the following examples. professional sports and many facets of the violence do have a deadening, desensitizing 

These extracts are from the first open letter entertainment industry. impact on young impressionable minds.... 

from Dan Lungren, California’s Attorney I am writing to you today to ask you to stop The message conveyed to our children by 

General which inspired big media splashdown, the manufacturing, licensing, distribution or these violent video games is that the only way 

and started the ball rolling and then from a sale of any video game that portrays graphic to win or be successful and obtain power is to 

Senate hearing that was later called. and gratuitous violence, including but not demean and destroy opponents while stripping 

limited to the games Mortal Kombat and Night away their humanity. I am particularly disturbed 










the rating is only trying to nudge him in the right 
direction. Then with game in hand he takes it 
home and plays it. Then if Aunty and Uncle get 
back and are shocked (I was shocked rants 
shocked Aunty) by their ten year-old (he just had 
a birthday) playing a despicable game, with 
death moves, and what’s more a game with an 
18 rating. They rush down the shops and are met 
with blank faces and a lot of talk of nudging. 

Lock ’em all up that’s what I say, lock ’em up 
and throw away the key... well, no actually, I 
don’t say that any more. I’m too liberal. Still all 
this talk of guidelines did get me ticking. 

Recently the Daily Mirror upset all the other 
newspapers by publishing photos of Princess 
Diana on their front cover, an infringement of the 
self regulatory system that had just been set up. 
What was argued was that the Mirror had 
cynically ignored the Press Complaints Council 
regulations, because, well because they could. 
They just weren’t nudged hard enough. 

It seems that the same is true of this system, 
all the way down the line people can ignore the 
issue, the publisher puts the onus on the shop, 
the shop put the onus on the customer and the 
parents, if they aren’t involved until after the 
purchase, sigh a bit or just ignore it or perhaps 
even go to the Mirror who starts up a campaign 
to stop the exploitation of 11 year-old (these 
thing take some time) nephews everywhere. 

oh you are awful 

Taking this worse case scenario to its logical 
conclusion however, it could be worse. Recently 
video games have been advertised on how nasty 
they where. Night Trap sold a few copies 
because people thought it was a video game 
nasty. Mortal Kombat was advertised by Ice T 
and Vinny Jones to try and beef It up. With 
classification, exploitation is also possible: 

(A completely fictional software house. 

No, really.) 

Evil Boss: Well, foul smelling underling, how’s 
the game coming along? 

FSU: Not so well your evilness, you see I’m not a 
very good programmer and your idea of creating 
the most odious game in the world has fallen 
apart. When I put it through the Odious Game 
Programmer it came out as a cutesy platform 
game and the characters are all bits of fluff and 
sing songs and are happy. The aim of the game 
is to make the world a nice place, to live by 
means of a democratic voting system and if 
people don’t agree you nudge them. 

EB (snarling somewhat): You do what? 


FSU: You nudge them a bit your ratheroffness. 
EB: This will not do. What rating has it got from 
the Video Standards Council? 

FSU (wincing and twitching): A pat on the back 
rating sir. 

EB (flapping his arms and rolling his eyes): Well, 
we’ll just have to change that won’t we. They 
won’t nudge me Into submission, do goodies! 
FSU (flapping his eyes and rolling his ‘R’s): You 
mean we should beef up the rating in the hope of 
gaining extra sales by titillating the public into 
buying what they think to be the most evil 
smelling and gore testiest game ever. And don’t 
you mean ‘do gooderrrrs’ your foul eggness. 

EB (nodding agreement): No, no, no. Yes. 

We’ll call it Muddy Funsters From Hell - (blood 
and gore for all the family) and give It an 18+ 
rating. Get to it. 

I put this scenario to Mr Bennett from ELSPA 
(although I did it in a much more grown up 
fashion or he would have thought me daft). He 
told me ‘There is a danger of that, but I believe 
that legitimate software publishers as members 
of ELSPA will not abuse this system. It is 
possible but I would doubt they will, given the 
importance of that.’ In other words, self 
regulation may be affected by such exploitation 
and so the companies will avoid hurting 
themselves and their nudge system. The penalty 
for such exploitation of the system though 
would be expulsion from ELSPA, which would 
mean that they wouldn’t be able to put any 
classification on their games... hmmm. 

It seems very clear to Roger Bennett 
that the video games companies are 
treading on thin ice and that, if they do 
abuse the system, it could introduce 
a legally binding system of 
classification. If such a system 
were introduced then It would 
add time and cost to video 
game publishing and put 
quite a few firms out of 
business. It was also 
interesting to hear him 
say that he had just 
been given a report 
written by two 
psychology 
professors at 
Southampton 
and Exeter 
Universities 
that had 
sugge¬ 
sted 


suflep the petty adults 
to come unto me 

Nintendo has just released a booklet to allay 
parent’s fears. The booklets are entitled 
‘What You Never Dared Ask’ and are hosted 
by the parental favourite, Mario. Nintendo 
are also releasing their games content 
guidelines to the press. These follow much 
the same line as the new self regulation 
guidelines and have been used on all 
Nintendo games. Effectively, they are the 
guidelines that stopped the blood in Mortal 
Kombat and Streetfighter II. 


n 
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by the fact that many new video games are 
more realistic in their portrayal of graphic 
violence and other adult-oriented themes. This 
trend ignores the industry’s own statistic that 
approximately 70% of all video games are 
owned by children.... 

Leadership comes from the top and that Is 
why I am calling upon you and other Industry 
leaders to remove the needless violence in your 
company’s video games or withdraw them from 
the market. Let’s all explore new ways to 
challenge, educate and entertain our youth 
rather than going for the cheap, mindless, 
misleading and dangerous thrill of video 
game violence. 

I look forward to your reply and 
consideration of this important matter. 
Sincerely, 


DANIEL E. LUNGREN, Attorney General, 
California 


But the issue didn’t go away. The Senate 
decided to get involved and, led by Senator 
Joe Lieberman, the proceedings kicked off with 
this announcement at a press conference... 


Senate Press Conference on Video Game 

Violence 

Dec 1 1993 

Senator Joe Lieberman 

(Also present: Bob Keeshan, leading advocate 
for children - known to generations of 
Americans as “Captain Kangaroo”. 

Bob Chase, VP National Education Association 
Barbara Toman, President of Connecticut 
chapter of the PTA.) 

Good morning and thank you to everyone for 
joining us.... We’re here today to talk about the 
nightmare before Christmas. Not the movie, but 


- unfortunately - the violent video games.... 

Let me show you what I mean. What you’re 
about to see. If you have not seen these 
already, is from two of the most violent and 
realistic video games on the market today. First 
off all we have Mortal Kombat, a martial arts 
game involving incredibly realistic digitised 
characters, during a game, blood splatters from 
the fighter’s heads. When a player wins the 
death sequence begins and the player is 
instructed to “finish” their opponent, choosing 
a method of murder ranging from ripping a 
heart out to decapitating an opponent with the 
spinal cord attached... 

(Cue clip of Mortal Kombat with lots of blood in 
which Kano pulls the heart from Sonja Blade.) 

OK, the second game Is Night Trap and the 
object here is to keep hooded men from 
hanging scantily clad women or drilling their 
necks with a tool that is designed to literally 













that video games were addictive and 
encouraged violence. I didn’t even know people 
like that played video games, but if they found 
them so destructive you’d think they’d stop 
and join the local hunt or watch boxing or 
something, wouldn’t you? 

report 

A report into video games and 
their effect on children was also 
recently undertaken by the 
Communication Research 
Group at Aston University. 

The most damning evidence 
that this came up with was 
that 41 % of the children 
asked said they lost their 
temper more with video 
games than with anything 
else. Though surely this is an 
indictment of the fact that 
video games rely more upon 
frustration than anything else. 
You don’t get a feeling of 
success by completing an easy 
game. In fact, buying an easy to 
complete game is probably more 
likely to get you annoyed than a 
difficult game. It also suggested that 
there is a problem concerning video 
game ignorance on the side of parents 
causing problems. Let’s face facts - most 
parents only know about video games from what 
they read in the press and we are never going to 
get headlines in the tabloids screaming ‘Don’t be 
silly, video games are really quite good’. 

Although now that The Sun has just helped 
publish the game Snaparazzi it might happen in 
selected papers concerning selected games. 


Nintendo, long time abstainers from ELSPA, 
have recently joined the association. 
Nintendo’s UK director of marketing has 
said, ‘We recognise the need for an 
independent body to represent our Industry 
as the market matures and must continually 
face new issues.’ 

Mindscape also joined recently and now 
ELSPA can claim a united front, as well as 
bandy about phrases such as ‘extraordinary 
meetings’ obviously their press spokesman 
learnt his trade from David Coleman. 


what’s it all about? 

Taking all this into account it looks like 
censorship isn’t really on the way, but then it 
isn’t really necessary at this stage anyway. So 
far there have been no games that have 
warranted an 18+ certificate. However, with 
games coming out like Night Trap and more 
recently Lethal Enforcers, the media hotheads 
are liable to start spreading all sorts of rumours. 
If this happens of course, games publishers 
will be able to wave there certificates and 
plead innocence. 

Also, although there is the possibility of the 
young nephew scenario, there is at least 
something out there to show whether or not a 


game is suitable for the younger members of 
our society. 

What we are being given isn’t necessarily the 
best solution, but if there were no certification at 
all then in the next few years, there could be 
some real video game nasties on the shelves. 
And let’s face it, we don’t want to have another 
fiasco like the video system, where overnight the 
Home Office slaps on legally binding censorship 
and social workers are running around blaming 
everything from truancy to well all things evil, on 
games. Neither do we want truly horrific games 
being released purely for shock value, so there 
you go, liberals can wring their hands all they 
want, the rest of us will have to make the 
best of a bad job. 

but which games 
will it affect? 

Recently we have come to expect a large 
amount of bad video game press coverage such 
as The Sun's now infamous ‘Nintendo Killed My 
Son’ headline and Sega’s publicity hungry Night 
Trap. Which on it’s own merits managed to stir 
up fear in the general public until It was declared 
as scary as an old episode of Dr Who by 
the censors. 

The press coverage has in turn upset the 
public and if you upset the public (AKA the 
voters) then you can count on MPs getting hot 
and bothered about It. 

It was thanks to this Increasing pressure from 
“the legislature and the media” (the Home Office 
and the tabloids) that software publishers voted 
unanimously for a self regulatory certification 
system. This means that instead of waiting for a 
clamp down on video games and creating a 
legally binding system where software 
publishers are forced to submit all their games to 
the Video Standards Council for certification. 

This would mean creating a system for video 
games along the same line as that for videos. It 
would, the argument goes, add time and 
expense to the creation of video games which 
could well break the back of the industry, or at 
the very least put some software publishers out 
of business. 

Roger Bennett outlined the restrictions on 
video games for the under tens (listed below). Of 
course these are not legally binding and any nine 
year-old who wants to can nip out and buy 
games that have any rating, dependant upon the 
retailer they are dealing with. 

The idea of censorship however will hit the 
under 1 tens strongest through parental pressure. 
Parents are the purchasers In most cases for this 


drain their blood. Night Trap features real 
actors and actresses and achieved a startling 
and awful level of realism... 

(cue Night Trap. Sequence in which girl gets 
her neck drilled.) 

Well, I’m sure that if you haven’t seen those 
before, you’re as startled and disgusted as I 
was when I first saw them. But from what I’ve 
learned since then, as shocking as these 
games are they’re probably just the beginning. 
With Virtual Reality here, these games (as one 
expert put it) “don’t hold a candle to what’s 
coming”. Already there are CD games that 
feature explicit pictures of women whom the 
player directs to perform sexual acts. Though 
made for adults, it is very easy for children to 
gain access to these games. 

I personally believe that these games are 
outrageous and contribute to the unacceptable 
level of violence in our society. Personally, I 


wish the video game industry would just stop 
making them. If they don’t, I really wish that we 
could ban them constitutionally. But at a 
minimum, assuming we cannot take legal 
action to ban them outright, the video game 
industry should learn a lesson from the folks in 
the comic book industry... who have 
successful kept graphic and bloody violence as 
well as explicit sex from most publications by 
adhering to an industry-wide code that 
prohibits such scenes. 

Until or unless that occurs, as a parent and 
as a senator what worries me is that neither 
myself or any other parent have any clear way 
of knowing what a video game has in it before 
we buy it. And even if we don’t buy it, these 
games are very easy for kids to get and the 
peer pressure is on the kids to get them. They 
can go to the local video rental store (one 
national video rental chain rents Mortal Kombat 
and similar games for about $4), and one of 
these stores told my staff that unlike movies. 


they have no age restrictions on video games. 
So while the manufacturer has a rating on this 
Mortal Kombat video that it should not be 
purchased for use by anyone under the age of 
17, the video store has no such rating - it says 
NA. So a young child who cannot go into a 
videostore and rent an R movie can rent a 
sexually graphic or violent video game. 

Now, does all this matter? Isn’t our society 
violent for other reasons? Well, the Surgeon 
General, the American Medical Association, the 
National Institution for Mental Health and many 
other organisations have concluded that there 
is a link between television violence and 
aggressive behaviour. And common sense 
suggests that the effect of violence or sexual 
images may be even greater with video games. 
While watching television is basically a passive 
exercise, playing video games is active - 
children are not just sitting back and watching, 
they’re fully engaged In the violence when they 
play these video games. In fact, they help to 
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age group and obviously, if a parent is faced 
with the choice of buying little Timmy a cute 
platform game or a gore fest with a high rating, 
then the choice is quite clear. On the flip side 
there is nothing quite so appealing to youngsters 
as the idea of being grown up - if this means 
getting their hands on the latest beat ’em up, 
then a high rating will only enhance a game that 
is forbidden fruit and sits haughtily in the realm 
of the grown up. 

No doubt games publishers will be aware of 
this and also the fact that 16s detest nothing 
more than the childish. How greatly this effects 
sales of games that hold nothing but good 
gameplay and an under ten rating we’ll just have 
to wait and see. Meanwhile here is the direction 
which the restrictions will take and some past 
games that could well have come a cropper 
under the new classification. 

Sexual imagery, references, innuendo or 
suggestions. 

Violence or threats. 

Nudity. 

Needless Violence towards humans 
or animals. 

Needless depiction of death or injury 
of humans. 

Humiliation. 

Needless blood or gore. 

Needless depiction of death or injury 
of humans. 

Encouraging criminal behaviour. 

Derogatory ethnic, racial or nationalistic 
stereotypes. 

Bad language profanity or blasphemy. 

Use of tobacco, use of alcohol. 

Use of drugs. 

Domestic violence or abuse. 

Offensive gestures. 

Now although these are only guidelines and any 
under ten can buy a game that contains the 
above despite it’s ten certificate and any 
shopkeeper can sell any game to an under ten, 
this can still bar children under that age from 
buying games like these, due to parental 
concern/censorship. Remember though the 
certification system will not be back dated so 
these games will carry no certificate, but any 
sequels from 1994 onwards will: 

Another World - violent gestures. 

Best of the Best - depiction of violence 
towards humans. 

Blues Brothers - encouragement to 
commit crime? 


Brawl Brothers - depiction of violence 
towards humans. 

Desert Strike - nationalistic stereotypes, 
violence towards humans. 

Final Fight & Final Fight 2 - needless violence 
towards humans or animals, needless depiction 
of death or injury of humans. 

George Foreman’s KO Boxing - needless 
violence towards humans or animals, needless 
depiction of death or injury of humans. 

Gods - violent gestures. 

Lemmings - needless violence towards 
humans or animals. 

Lethal Weapon - needless violence towards 
humans or animals, needless depiction of death 
or injury of humans. 

Ouf/ander- needless violence towards humans 
or animals, needless depiction of death or 
injury of humans. 

Prince of Persia - needless violence towards 
humans or animals, needless depiction of death 
or injury of humans. 

Rival Turf- needless violence towards humans 
or animals, needless depiction of death or injury 
of humans. 

Robocop III - needless violence towards 
humans or animals, needless depiction 
of death or injury of humans. 

Streetfighter II (et a!) - needless 
violence towards humans or 
animals, needless depiction of 
death or injury of humans. 

Super Smash TV - needless 
violence towards humans or 
animals, needless depiction 
of death or injury of 
humans. 

Well as you can see the ^ 
list could well go on and 
on including games such 
as Wolfenstein 3D (which 
has already been heavily 
doctored to take out the 
Nazi imagery) which will be 
released shortly and might 
even have to go through 
classification. H 

NB: The restrictions are highly 
subjective and open to much 
debate (cue argument concerning 
whether or not blood in Mortal Kombat 
is necessary) and as the classification will 
affect only new games then all these will 
have slipped through the net. Nevertheless their 
’94 counterparts will be affected. 


Dixons have recently become members of 
the Video Standards Council in a move that 
seems to be provoked by the recent 
amendment to the Video Recordings Act 
1984 of ‘due difigence’ this now means that 
retailers are liable under the act. 

Dixon’s staff will be trained to help avoid 
any little mistakes. 



make the violence happen and are rewarded 
for being violent. 

Billions of children every day play video 
games for hours at a stretch and a study found 
that 90% of 7th grade boys and 66% of 7th 
grade girls spend time playing video games. 
Two thirds of children between the ages of 6 
and 14 play video games and nearly one in 
every three American homes has a video game 
system. So, we are calling in the video game 
industry today to recognise its responsibility to 
the parents and children of this country. Some 
companies have made efforts individually and 
the effect has been confusing and I think 
ineffective. So this holiday season, thousands 
of children may be unwrapping and playing 
Mortal Kombat or Night Trap and their parents 
may never realise that they are playing a game 
which glorifies violence. 

This is why I am introducing legislation - co¬ 
sponsored by Senator Herb Cole of Winsconsin 
- to ensure that parents have the information 


they need when they go out to buy a game for 
their kids. The legislation will give the industry 
one year to come up with a credible, uniform 
system to warn parents about the contents of 
video games. The system could involve ratings 
- such as those used to rate movies - or it 
could simply be informative labels. But if the 
industry fails to act adequately within that year, 
an independent council created by the 
legislation will take over and do it for them. 

We’re not calling here for censorship. 
Nothing in this legislation prevents the sale of 
these violent video games (although as I said 
before, I believe that the video game industry 
should stop making and selling this violent 
material - as In fact one company appears to 
have done). But in terms of what we can 
constitutionally legislate, this bill simply calls 
on the video game industry to provide basic 
information for parents. We now require 
warning labels on toys that could potentially 
damage children’s bodies, why not do so on a 


toy that can damage their minds? In finishing, 
parents, remember that if your kids ask Santa 
for a video game this holiday season, some of 
these video games do not promote peace on 
earth and good will to all men. 

Debate to be further discussed on 
December 9th, 1993. 

It’s not yet clear what the results of the 9th 
hearing will be, but there have been rumours 
that Toys R Us (the biggest outlet of video 
games in the US) will refuse to stock any 
games with an adult rating. 

Still as you will see from the two Nicies it 
isn’t a very large step to take from ‘...lam not 
proposing legislation, government regulation or 
litigation to curtail the availability of these video 
games.’ to ‘I really wish we could ban them...’ 
and ‘This is why I am introducing legislation...’. 
Let’s just hope we don’t see the same kind of 
negative hype happening over here. 










Jonathan Nash and 
the whole of the 
country are angry. 

V iolence is a terrible thing. Ask anyone. 
Ask, say, Dustin Hoffman in Straw 
Dogs. He’ll agree violence is a terrible 
thing. So will Burt Lancaster in 
Ulzana's Raid. Both Warren Beatty and 
Faye Dunaway in Bonnie and Clyde would, 
except they were machine-gunned in the final 
reel. Anyway, violence Is a terrible thing. And 
violent games are terrible things as well. Did you 
know that Activision once set up a software label 
called 666 Software with the express intent of 
releasing violent and terrible games? It’s true. So 
thank the spotty bow-ties of Frank Muir that 
Nintendo are doing everything possible to 
protect us all from becoming so involved with 
games featuring violent acts that we rush out and 
murder people. 

Or are they? Eh? Eh? Look at Street Fighter 2. 
The Japanese version has lashings of blood 
when someone gets hit, but the European cart 
quietly toned everything down because, 
naturally, all Europeans are mentally unbalanced. 
Or something. 

Anyway, violence is a terrible thing. No hang 
on. I’ve done that bit. Obviously I’ve been a bit 
confused by all these violent games. Tch. 

Anyway. Violence is a terrible thing, isn’t it? No, 
just joking. Nintendo’s fine, family-oriented 
policies have changed our lives. We’re now so 
well-adjusted and emotionally balanced that, 
with the aid of the renowned Professor Welsby 
Cowflasher and a test group of hardy volunteers, 
we’ve decided to expose the ten most violent 
acts in games today, underhandedly, nay, 
criminally sneaked past Nintendo’s upstanding 
and lovely censorship board and freely available 
to our children, and our children’s children, and 
some of their friends. 

Go get ’em, Nintendo! 



The special edition gives you BBC1 presenter sprites. 


shame 


Game 


Smash TV 

Rocky Roll Racing 

Dassrt Strike 

Boxing Lsgandls Of 
The Ring 

Populous 

Lemmings 

Rarodlus 

T2 - the Arcade 
Adventure 

Super Mario World 



What price Dave Prowse now, eh? 



How can you fail to see a helicopter coming in the desert? 


What’s it aii about? 


The game show of the future. Smash TV pits 
heavily armed contestants against frankly 
ridiculously heavily armed minions. Lots of 
people get shot, for cash prizes. 

The sport of the future. Rocky Roll Racing sees 
you speeding around a booby-trap-IIttered 
track, firing on anyone who tries to pass you. 
For cash prizes. 

Fly an American military helicopter and attack 
an unnamed Middle Eastern dictator in a wish- 
fulfilling way. 


At last, a fan’s dream come true. You get to 
fight some of history’s most famous boxers 
without danger to your own person, unless you 
fall down the stairs while playing or something. 

In this, the first god sIm, you influence the 
actions of a tribe of worshippers. You have to 
look after your tribe while destroying your 
opponent’s people. 

Guide your lemmings safely through a number 
of dangerous screens by using a series of 
specialist construction powers. 


A ‘skit’ or ‘parody’ of Gradius (or Nemesis), 
Parodius involves flying around silly things In a 
spaceship and shooting them. 


Take the role of the T101 and save John 
Connor from the attentions of the wlbbly- 
wobbly T1000. 


Mario, yeah? 



Give me your clothes, or the clothes of a personal friend. 































Deuced odd shorts these people have. 


Populous? Barren^ more like. 


Still not as nasty as shooting the refugees in Zzoom. 





That’s gotta hurt Poll position Cowflasher speaks! 


One of the minions has a shrapnel bomb 
strapped to his back. If you don’t shoot him, he 
explodes across the screen. 


What an excellent game 
Smash TV is. We had fun 
playing it. 


Frighteningly moral-eroding. It was only by the purest chance that 
none of the test group became armed robbers and ended their 
days in prison, repenting of their evil ways but too late, far too late. 


Raking an opponent’s car with a well-placed 
broadside while simultaneously spewing 
contact mines from the back of your car to 
destroy anyone in the pack behind. 

Chain-gunning milling and endearingly rather 
hopeless foot soldiers. 


What an excellent game 
Rocky Roll Racing is. We 
had fun playing it. 


A monstrous thing promoting dangerous driving and the evidently 
illegal use of recoilless, high-velocity ranged weapons In jockeying 
for position. 


What an excellent game 
Desert Strike is. We had fun 
playing it. 


Outrageous. What if players found themselves in command of a 
real-life American military helicopter? Their actions may be 
influenced by Desert Strike, or. Indeed, US clandestine foreign 
policy. Wahey! Sorry. 


Punching somebody in the face until they fall 
down, then letting them get up and punching 
them In the face until they fall down again. 


What an excellent game 
Boxing Legends Of The Ring 
is. We had fun playing it. 


This game will kill children. Unable to distinguish between it and 
real life, they will visit an actual match and challenge the boxers to 
a fight - and I fear their competent wrist control and comparative 
litheness of step will be no match for a hefty punch to the head. 


Deliberately sabotaging areas of land so your 
opponent’s tribe drown messily in the sea. 


Completing a screen and then, as the 
lemmings near the exit, double-clicking the 
nuke icon and so dashing their hopes In the 
fiery holocaust of fickle retribution. 

Subjecting a reclining woman ‘boss’ to round 
after round of crackling laser fire. 


Blasting policemen eight times in the head 
from point-blank range with a shotgun. 


What an excellent game 
Populous is. We had fun 
playing it. 


What an excellent game 
Lemmings is. We had fun 
playing it. 


What an excellent game 
Parodius is. We had fun 
playing It. 


What a wishy-washy game 
T2 Is. We had fun playing it 
and then did other things. 


The concentration of supreme power in the hands of a small child 
is too, too hazardous. What if they should find themselves to be 
the offspring of a Pantheon deity? Their subsequent actions as 
ruler of the universe would be coloured by playing this game. 

I am sickened by the terrible violence in this ostensibly attractive 
and wholesome puzzle game. What Impressionable boy or girl 
could resist the temptation of such endlessly inventive sadism as 
extensively recorded in my notebooks with diagrams? 

A disgusting glorification of terrible violence against women 
using high-powered laser weapons. Fortunately an isolated 
incident, for, thanks to Nintendo’s vigilance, female characters 
elsewhere enjoy the status of fine, upstanding kidnap victims. 

Ah, now this was a potentially explosive situation ingeniously 
defused by the ever-wonderful Nintendo. The disturbing qualities 
of repeatedly shooting policemen in the head have been 
masterfully neutralised by calling them ‘non-fatal wounds.’ 


Stamping on a tortoise until It dies, then 
tearing off its shell and using that to beat 
another creature to death. 


Mario, yeah? 


We would all be better off without the players of this game. I’m 
calling upon every right-thinking citizen to arm himself and wipe 
the threat of small children from our world once and for all. We’re 
not taking your thuggery any more, you hellspawned infants. 



Footnote 

As a footnote to this article. It should be 
noted that Professor Welsby Cowflasher 
was taken to task over his comments and 
quite severely reprimanded by his 
superiors. His views are his own, and do 
not reflect the ethical standpoint of Game 
Zone, except for the bits we fervently agree 
with, but obviously we’re not going to tell 
you what those bits are. The test group is 
appearing in Brian Rix’s Eugh, That’s Not 
Egg at the Old Vic. H 








































r SUBSTXTUTIOH 


Super Play Action - the Cowboys Playbook. Sounds like a 
mail order offer from playschool! 


C 


PAUSE 


TIME 
OUT 3 


SUBSTI¬ 

TUTION 


Super Play Action - down on the line the Packers try not 
to score a safety, which for them is tough. 


Super Play Action - substitue that player, if you can only 
work out which of the 42 is the one you want. 



Madden ’93 - time for the special teams to earn their pay. 
Let’s hope the kicker gets injured, that’ll learn ’im. 



Madden ’93 - At the beginning of the match you take it in 
turns to admire the ref’s coin collection. 



Madden ’93 - plan that play, run into position, dodge the 
defenders and then fail to catch the ball. 


supepbowl snesday 


Trenton Webb drops back 
in the pocket to consider 
the state of current and 
future quarterbacks on 
the SNES. 

O n the evening of 30th January, at 1 - 
85 Suwannee Rd in Georgia, 84 
grown men will dress up In tights 
and plastic armour and proceed to 
batter each other senseless In their 
bid to win one of sports’ biggest prizes - a ring. 
The game is the Superbowl, the sport American 
football, the title at stake is World Champion and 
the ring is a hand-crafted gold and jewel affair. 

From September, NFL teams have putting 
their knee ligaments on the line in order to have 
a crack at the Super Bowl title. At the end of this 
evening, one will be victorious, one will have to 
start from scratch next year. It’s a hard brutal 
game. You have to train hard, work hard and risk 
injury since early childhood if you want a slice of 
the glory. 

Or if you’re feeling a little lazy, you could just 
nip down the local shops and buy yourself a 
cart. It’s easier, less painful and if you get the 
right cart, more fun because you get to play 
every position on the pitch. 

There are a few good grid iron games, but no 
really great ones, so it’s a tricky choice. 

Welcome then our guide to the current football 
greats and some potential new games that 
should be drafted into the league some time this 
year. If you can’t work out which game is for you 
after this then sadly you are a fool. 


the cuppent postep 

The stars of the game at 
the moment are all 
brilliant in certain 
respects but hide hideous 
fiaws beneath their 
helmets. If you want to 
have a game of footie, to 
see which team wins the 
’Bowi before they kick 
off; have a read of the 
reviews beiow and see 
which one wouid best suit 
your styie of piay. And 
Just because magazines 
dc these kind of things, 
we’ve scored them out of 
five, so you know what’s 
worth the transfer fee. 

Super Play Action 
Football 

Nintendo 

Now coming from Nintendo and packing a hefty 
NFL licence this one had real promise, and on a 
technical US footie level is probably the most 
accurate game of the game around. There are 


more plays than Madden ’93, more involved 
player control and more ranks (High School, 
College and Pro, all with their correct rules) to 
choose from. 

It’s the view from above and skewed slightly 
to the right aspect takes more than a little 
getting used to and the radar while logically 
useful suffers from the too many players packed 
tightly together syndrome. 

To get the most out of Super Play Action 
Football you have to know football and have 
sufficient staying power to be able to learn plays. 
As I said it’s technically very good, but it’s just a 
bit too technical -- and I’m a fan and dead 
forgiving. 


Score 


John Madden ’S3 

Electronic Arts 

The John Elway of the current crop of grid iron 
games, this Is good, has real potential but never 
quite lives up to it’s initial promise. All the usual 
features were there, all the usual stat’s, extras, 
all the train spottery type things that US Footle 
fans love, but it doesn’t quite gel. 

It has the great Madden play selection system 
that allows you to fake out the opposition and 
call audibles with ease. The ‘behind the line’ 
perspective gives a good feel of the action and 
the players are realistically erratic in 
performance - which makes a great excuse 
when you screw up. 

Speed is the problem with John Madden ’93, it 
nips along at a fair old rate, but only by jerking. 











































































Super High Impact - FIGHT! The only way to sort out the 
men from the boys, or is that the bruised? 


Super High Impact - don’t be fooled, the plays are really 
rather easy, it just looks complex. 


Super High Impact - the horizontal scrolling takes a little 
getting used to but it works. 



Pro Quarterback Football - as the ball was snapped the 
defenders ran for cover. If only it was really like that! 


Pro Quarterback Football - a full squad of grid iron 
monkeys can make a real mess of your front lawn. 


Pro Quarterback Football - as the coach used to say 
‘never trust a play that looks like a molecular model.’ 
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which makes timing plays a tad difficult. Oh and 
the runners and the ball speeds don’t seem to 
tally. Which is a shame because it is the best US 
Footballer on the SNES to date. 


Score 


Pro Quarterback 
Football 

Tradewest 

Mode 7 comes out to play - and it looks the part. 
Well it does until the novelty of the scrolly pitch 
wears off. Then you start noticing glitches all 
over the place. Players appear and disappear 
when they’re huddled together - which wouldn’t 
be a problem in most games, but in American 
football the whole point is to ‘huddle’ particularly 
on defence. 

The perspective, which does look good early 
on, is a bit too restricted for really intricate plays. 
The big showy passes are easy, but trick plays, 
play action fakes and end-arounds are really out 
of the question. The punts are a dream though 
with the ball sailing down the pitch in a most 
stylish fashion. 

PQF is a brave attempt, but it’s an arranged 
marriage and the two don’t live happily together. 
They’re a bit like Vinney Testaverde; obviously 
skilful, but you’ll soon want to trade him. 

Score 

Super High Impact 

Acclaim 

Violence is the real key to this little baby. The 
players fight just like they do (or did) in NHLPA 
when things get heavy, helmets fly off in tackles 
and a DJ appears on screen to comment on the 
whole affair when you’re least expecting it. 
Madden fans will scoff at the lack of plays. 


Super Play Action lovers will mock its lack off 
depth, but non-football fans will love it because 
you can instantly dip into the sideways scrolling 
head bashing. But then this game worked as a 
coin op, so it had to use a limited aspects of 
the game. 

It’s enjoyable, good fun just to play. You don’t 
have to think, you don’t have to try too hard. 
Which is good but it kind of loses this appeal 
after a few hours of solid scrimmage. You want 
there to be more behind the veneer, but sadly 
there isn’t. 


Score 


Football Fury 

Sammy 

Decidedly average. Look take our word for it you 
don’t want to touch this one. Sure it looks fine 
and everything works, but there isn’t that much 
of everything. It lacks enough technical 
American footie guts to be a real sim and hasn’t 
got Super High Impacts arcade appeal. Look, it’s 
a bit of a Tampa Bay okay? 


Score 


the college draft 

These games will be 
Joining the pro-ranks 
sometime this year. If 
you’re a footie fan you 
need to know if it’s worth 
forking out cash now or 
waiting for one of these 
fresh faced college kids 


to graduate. Here’s a 
scouting report on their 
current form. 

Teemo Super Bowl 

Teemo 

Based on the NES ‘Classic’ this one has real 
promise. A sideways scroller it brings a full 
roster of NFL teams and three modes of play 
(Pre-season, regular season and Pro Bowl) to the 
SNES. This new player looks like a real winner, a 
game of real Madden threatening proportions. 

In Teemo you get a full roster of all NFL 
players but then what new Grid Iron game 
doesn’t do that? But what other grid iron games 
offer you the option of leaping over linemen to 
dive in for a few yards, or to get a touchback to 
save all that tedious running. 

Teemo Superbowl also brings some majorly 
pleasant animations to the game with referees 
giving the right signals, heavy weather and half 
time shows. So far it looks very good indeed, 
and let’s be honest if they just upgraded the 
old NES game, it’ll be pretty good. If they’ve 
made any improvements it could be a new 
Joe Montana. 

NFL Quarterback 
Club 

Acclaim 

As well as earning more money than God in 
single season, it seems that the on-field generals 
also like to mix socially. So they formed a sort of 
supper club cum darts team and called it the 
NFL Quarterback Club, because you need to 
play action faking American Footie jock to get in. 
And this game Is their story. (Sort of). 

Aikman, Kelly, Cunningham, Moon, Simms, 
Kosar, Esiason, Young and Rypien are the stars 
















































ABC Monday Night Football - brilliant a game that teaches 
you sport and how to spell! 




Madden ’94 - don’t you just hate it when your QB meets 
the sack exchange? 


Tecmo Superbowl - is it me or does this Quarterback look 
really scared, like terrified? 


NFL Quarterback Club - join Acclaim’s QBC and get a 
special badge, newsletter and secret code book. 


of this 16 Mbit head cruncher. And it’s novelty? 
Well it should have a bundle of them, the most 
Instantly obvious of which is the perspective. As 
it’s the QB Club, the game’s played from the 
quarterback viewpoint, which should make 
sacks interesting. Furthermore there are 128 
plays, stiff arm tackles and something called a 
quarterback challenge (when they join Anneka in 
a race to build a swimming pool In Bosnia for the 
deaf guide dogs). 

The most fascinating of these features though 
could be the ability to trade QB’s between 
teams, so it will become obvious who has the 
hottest arm as the same thrower tries out with 
different teams. And Acclaim have proved their 
ability to play in the pro-league with Super 
High-Impact. 

Championship 

Footbali 

THQ 

Now normally we wouldn’t mention another 
magazine (unless it came from that wondrous 
Future Publishing place) but in the case of 
Sports Illustrated we’ll make an exception. SI is 
the glossiest sports mag in the entire universe, 
filled to overflowing with stunning shots of highly 
paid sporting heroes in apparently painful 
positions doing something spectacular. So the 
fact that they’ve put their name to a game is 
rather promising. 

With over 90 plays to choose from you should 
be able to keep both human and SNES 
opposition guessing and the digitised sounds 
should help make the action that much more 
realistic. It looks a little different, employing an 
isometric perspective and inset windows to 
convey the action. This one kicks off in March, 
we’ll see if the mags gloss has made it to the 
SNES. Let’s hope so. 


John Madden ’94 

Electronic Arts 

This is the real big one, the Lawrence Taylor, the 
Bart Starr, the Roger Staubach, the Heismann 
Trophy winner on every other format. Now It’s 
finally going to get an airing in the UK - and if 
it doesn’t the grey importers are going to make 
a fortune. 

Just released In the US of A, it heralded 
Football Friday in a hype event that could match 
Mortal Monday and Sonic Twosday. And the first 
reviews are very good. The Mode 7 that was 
sadly missing out of the ’93 variant is now fully 
employed, giving you the ability to roam the 
pitch seeking out the action you missed when 
you pressed X by mistake and threw the ball 
too early. 

The plays are all there, a full season option Is 
there and that big bloke in the white shirt is there 
too. In fact the only criticism that has been 
levelled at the US version is that it is a little too 
fast. Which is hardly a crime, especially when it’s 
transferred over to our slightly more sluggish 
Brit’ machines. 

ABC’s Monday Night 
Football 

Data East 

Monday Night Football is a bit of an institution in 
the states. So is top commentator Frank Gifford. 
Both are now teaming up in the ABC’s MNF. Yet 
again all the teams are there but so’s a playbook 
designed by real coaches from the big leagues. 

MNF uses Mode 7 and you’ll be able to zoom 
In and out of the pitch and watch replays from 
virtually any angle. Mr G does all that play calling 
stuff and slips on at half time to take us all 
through who’s done what. The really impressive 
feature though is the spectacular power play 
mode. Imagine you throw a pass, then the 


perspective shifts from above and behind to 
sideways, tight to the player. You can then either 
sit and let them do their playing type stuff or take 
control and help them slip tackles or hit an 
opponent. It’s all been played up to look good, 
and it does, even if a tackled player often looks 
like they’ve been shot. 

ESPN Sunday Night 
Football 

Sony Imagesoft 

Another outsider, this one bears the name of the 
television sports network so I guess we should 
be looking for a major ‘as seen on TV’ feel with 
lots of commentator cut-always and in-game 
announcement. 

But that’s supposition and it wouldn’t stand 
up in court. It’s a game. Its going to be released 
eventually and It will be based on American 
Football, probably. 

MVP Football 

Capcom 

A quite kid from a relatively new college. Look 
this is supposed to mean that although MVP is 
definitely on the cards Capcom have as yet 
released any details as to the nature, structure or 
even unique points of the game. More in the 
second half - of ‘94. 

NFL Football 

Konami 

Again, the full details of the spec and structure 
of Konami’s footie bash have yet to be made 
clear. Konami is a good college, boasting 
Zombies, Mystic Ninja and Tournament Fighters 
as recent graduates. When NFL gets it’s degree, 
all the top coaches will have to check it out. 
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how to be a game hero 

So you want to be a video game star? Trenton Webb explains how in 10 steps. 


Stuck with this monicker for the rest of your days, so When you’ve chosen both your name and the game’s, 

pick carefutity. check what the initials spetk-K can all end in tears, just 

Good names for characters: ask Super ^r^iveror Skate Or Die. Avoid games like 

Rocket, Hammer, Laser, Angel, Nails, Fist Colin's ReguktrArmy Patrok Barry's IMra Marines, 

Bacfieames for charcaters; Dick, Willie, Bull, Ship, Assault Riffe Squad Eleven (although that’s already a 

Bick, Shot, Peace. Manga video). 


1. make a name 

The world i~ fi iT1 ~if Trm ""TtfTTri~ trir filriTTlTf 
Trentss^ebbs. To pnt w game you hwetp Iw^a 
good name, soiiiah.»aAifcriM^wt, samBtmg a 
little specif Try Tn iim for soniMiBS dy na mi c, or 
witty or arMoonym. Ik it imnaritaa yaii‘m pning tn hr 


2. be a sports star 

One path to games stardom is that of the sports star. 
You just run around a bit and get famous until some 
nice softie comes along and says “bung yer name on 
this box and there’s’s fifty ’nicker in it for you”. 

That’s it. Of course you can agree to make the 
occasional promotional appearance, or even dabble 
with the game design, but it’s not recommended, as 
although sports stars are generally good at running 
and jumping they haven’t the faintest idea about 
game design. 

Which sport? 

Football - After the recent avalanche of soccer titles, 
you’ll have to do something pretty special to get a 
game. Current luminaries are developing elbows to 
the face or spectacular gobbing techniques. For 
management sim’s try handing out huge free loans to 
anyone you know who’s ever kicked a ball. 

Tennis - Tennis ain’t exactly full of character, so no 
matter how good you are (ie not British) the punters 
will forget your name; so call yourself Boris Stich or 
Martina Graff. Being stabbed by knife-wielding nutter 
is a way to claim instant fame but Nintendo don’t 
allow blood, so it wont get approval. 

Formula One driver - The lack of good American 
drivers and with only one Brit’ worthy of note means 
that Mansell has the field all to himself. Try getting 
yourself a famous dad. 

Golf - Nobody cares about golfers. You’ll have to be 
a course or official body to get a game. Try getting 
elected to every post on the PGA board or covering 


5. movie stardom 

The scope for movie stars in games is reasonably 
limited. The movie star route though doesn’t involve 
being fit, or eating sensibly or wearing dangerously 
tight clothing. There are only five types of movies 
that game makers will take seriously: war films, sci fl, 
fantasy, action and the other one. 

War films - Make it a big show. Ensure that your side 
get horribly outnumbered and use a vast range of 
weapons. And don’t do anything unsavoury like 
torture folk, kill prisoners, or allow yourself to play the 
giggling maniac on the Basra road. 


yourself with soft earth, grass seed and sand 
(then waiting). 

Basketball > Spend oodles of time on the rack, 
shave your head and demand 23 million dollars from 
the Chicago Bulls. When they reject you, learn to play 
basketball instead. When you’re good try again. 
Surfing - Now get serious. Who ever heard of a 
famous surfer? Except for Dennis Wilson and he was 
a rockstar, and he died, and knew Charlie Manson. 
Besides you’ll end up with a walk-on part In 
California Games. 

Ice Hockey - Brett, Wayne and the NHLPA boys 
offer the following advice. Hit people, a lot. They 
can’t any more so it’ll give you an advantage. (But 
only pick on the small ones or you’ll get your teeth 
kicked in). 

Baseball - Avoid, unless you happen to have the 
surname La Russa, De Maggio or Ruth (although it 
didn’t help the good doctor). 

Wrestling - It’s not a sport. See movie stars. 

Boxing - To become famous here, wait until the 
current heavyweight champ is arrested, pick on the 
flukey holder while they’re still revelling in his 
success. Oh, and DUCK! 

Fighting - So it’s not really a sport, but it’s always a 
winner, ju.st as the SF boys and girls. 

Bad sports - Jet-skiing, Volleyball, Ballooning, 
Synchronised swimming. 

Good sports - Karate, Kick Boxing, Axe fighting. Elk 
Wrestling. 

Try to avoid - Sports that involve strange clothes. 
Cricket, Kendo, Fuzzy Ball Hat Game (RRP £1.50). 


Sci Fi - Make it a big show. Ensure millions are spent 
on the effects and you won’t even have to act. Don’t 
do any of the following: star alongside Dirk Benedict, 
appear in anything billed as the ‘re-make of the 50’s 
cult classic’ or aspire to be the next Mark Hamill. 
Fantasy - This is going to be an RPG, so work 
closely with the script writer to ensure that you don’t 
get Willowe6. Oh and if they say Bernard Breslaw is 
the giant, leave. 

Action - Ideal for big budget explosions, lots of car 
chases, punch outs, gun play and neat visual cut¬ 
aways. And the competition isn’t that tough. Just 
make sure the film’s the biggest box office hit ever. 


3. get a plot 

You have to be involved with a plot that is so 
hideously complex, mind-numbingly daft that no 
one will ever bother reading past the firet few lines. 
Princesses - First find yourself a young royal. 
Keep mentioning her diary appointments in the 
pub and some terrorists are bound to have a go at 
her. Or just photocopy her appointment list and 
fax it the Mushroom Kingdom 031 3455 78322 
FAO Bowser. 

Girlfriend - Make sure she’s a sexist stereotype, 
annoy a local gang leader and then arrange to 
meet her in a dodgy back alley at midnight. Ask 
her to dress in a risque fashion. 

Live in 14th Century - Become involved with 
wholesome white magic - then reprise on one of 
the above. 

Live in the 21st Century - Become involved with 
wholesome struggle against technocracy - and 
reprise one of the above. 


4. lifestyles 

Remember if you’re going to be a game hero you 
are going to have to get your game past Nitnendo, 
so there are certain things you are going to have to 
remove from your life style. 

Smoking - If you smoke, you won’t get in. In fact if 
you smoke you probably won’t live long enough to 
see the game, even if it’s made. 

Alcohol - That’s right out. Not on. Now way. Get 
razzed too often and you’ll never get a shot. So it’s 
Kallber for you from now on. 

Swearing - No bad language, at all. One little 
damn can be enough to have your game pulled by 
Ninty. So if ’it hits the fan next time, remember just 
say blast. 

Bodily functions - Natural as these maybe, games 
characters never go to the bog. Link wanders 
around Zelda for years (in game time) and doesn’t 
powder his nose once. That’s dedication (and 
probably explains his pained expression). 

Sex - It just won’t do to have you getting all lustful 
the second Chun LI or Sonja Blade comes on 
screen. So it’s time for Mr Bromide and Mr cold 
shower to come out to play. 


develop a super power 

Being a superhero is a cinch, because the publisher 
doesn’t have to sign you personally and can just get 
the rights from the comic. Now getting super powers 
ain’t easy (or else everybody would have them). Still 
there are a few ‘sure fire’ routines that will almost 
certainly* gain you special abilities - or kill you dead. 
Be born on another planet - Like Superman get 
yourself conceived on a far away planet with 
amazingly high gravity and a different form of 


radiation. When it blows up (they always do) leg it for 
Earth. Make sure to bring a bit of your old planet with 
you, because if you don’t have a weakness games 
designers won’t touch you. 

Radiation ~ Popular back in the 50’s this lost 
popularity when Captain Flash recently changed his 
name to Carcinogenic Boil Boy. The theory went that 
you had to get yourself exposed to huge amounts of 
radiation or be bitten by a radioactive animal. If you 
think that irradiation is the thang for you then move 
close to Sellafield or Chernobyl. 


Be chosen by the ancient ones - Tricky blighter 
Johnny Ancient One. They hang out at old temple 
sites and in graveyards. Once gifted by them you’ll 
have magical powers. Warning: these people only talk 
to hippies, and erm, hippies don’t generally make 
good heroes of video games, they’re too passive. 

Turn yourself into a cyborg* - Get an electric knife, 
some old vacuum cleaner motors and assorted 
electrical extras (raid the Maplin's catalogue) as well 
as DIY surgery book and get to work. You’ll probably 
die trying to stop the blood, but if it works... 

*lf you’re clincally insane. 
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7. your powers 

A good game character has at least two powers, 
but don’t get greedy. Too many powers will make 
the game too easy. They also cause problems with 
the programmers who have to build In whizzy little 
effects for them all and games designers who have 
to think of the problems/perils to be faced with 
them. 

Obviously don’t get lazy and just go for the one 
super power and the punch won’t do. Just look 
how dreadful Captain America was! So try to spice 
It up, work on two powers that can developed 
during play. 

Good powers: 

Boomerang throwey things - always the element of 
skill here, bending them around obstacles and into 
specific enemies. It also allows you to look dead 
cool when you knacker enemies at long range. 
Variable strength shots - Like R-Type, this one’s 
a question of bottle. How long can wait be fore 
letting rip with that bullet? 

Smart bombs - Usable on special occasions a 
really fearsome attack is always neat. Try to make it 
non-nuclear, it messes up the neighbourhood. 

Bad powers: 

The ability to hide in a corner - No, not dramatic 
in any shape or form. 

The ability to have an accident due to sheer 
terror - This breaks the toilet rule, so it’s no go. 
The ability to bore people to death - Unless you 
can mix this up with a County Council concept you 
haven’t got a chance. And even then? 

The ability to be totally realistic (De Niro 
power) - Not that hot really. It sounds good, but 
running out of bullets after six shots, getting killed ^ 
by a single shot, having to stop for a breather after 
running 100 metres or picking up an injury that 
lasts for the entire game is not good. 

Your costume 

Solid colours are always best. Mario has 
contrasting dungarees and a shirt so that you can 
see his arms move. Try to bear this In mind. Also 
the colour of your suit will affect what players call 
you. Try to stay with this year’s collections. 


9. pros of game life 

On the upside you can : 

Leap dispropoitionately high and far - The ability to 
fall from the edge of the atmosphere and not sprain 
an ankle. 

Rash and remain invulnerable after being 
shot/stabbed/bombed/ crushed by an 18’ sumo 
wrestler - Impressive, in anyone's book. 

Not die when you’re dead (see below for full 
details) - After dying, all you have to lose is any 
knowledge of what just happened. You’re alive, but 
you don't realise the benefit. 

Get to discovei- exactly how Bill Murray felt in 
Groundhog Day. 

But on the downside you can’t: 

Maintain an active social life - Unless it’s a really 
clever Japanese RPG. You just warwter around 
meeting (killing) the same people. 

Try negotiation with your enetnies as opposed to 
bmte force - Games won’t stomach that moral, 
Christian ‘turn the other cheek' stuff. You have to 
get stuck in, guns blazing. 

A hideous feeling of Deja Vu - About four billion 
times. 

Schizophrenia - you appear in thousands of the 
same game simultaneously and hear voices like ‘go 
get him snot-man’ all the time. 

Get to discover exactly how Bill Murray felt in 
Groundhog Day. 



8. why? 

What motivates you? As a games 
character you have to decide 
what makes you tick. It will bo 
essential for the game structure. 
Are you a greed merchant, or are 
you motivated by revenge? It 
could make all the difference. 

Do points make prizes ? - Does 
the number that you’ve got 
floating above your head drive 
you on? Points are a little old- 
fashioned now, they used to bo 
the thing back in 1987 but now... 
Are you out for revenge ? - 


Always a doozy, this little motive 
allows you to bo as nasty as you 
like, as vicious as Ninty will let 
you. The tricky bit is what you’re 
avenging. The heavier the crime 
committed against you the more 
vicious you can be in reply. If 
you’re after some one for 
murdering your entire family then 
you can go ape. If it’s all due to a 
freak short changing accident 
down at the corner shop you 
might be onto a loser. 

Are you out for the money ? - 
Avar ice is not cool. Indy Jones 


could get away with it, but unless 
you have Harrison’s winning smile 
and neat one-liners it isn’t the 
kind of plot you want to boast 
about. 

Are you out for the glory ? - 

Fame! Do you want to live 
forever? Do you want to know 
how to fly? Erm, well that’s 
enoirgh of that. 

Are you just looking for a way 

out ? - Now lot’s be honest the 
bestest motive you can have is 
just trying to survive. So looking 
for a way out will do for us. 


10 what kind of 
game do you want to 
live in? 

This Is the biggie, the big question. It 
determines what you’ll be doing for SNES 
eternity. Now there are several obvious 
options, several obvious choices. The 
benefits of which are not always as obvious - 
although the downside are always staring 
you in the face. 

Beat ’Em Up 

Downers: 

• You get kicked in with regularity. And it hurts 
even if you are pixels. 

• You have to be a bloke. Sorry, but them’s 
the breaks. 

Uppers: 

• You get to kick in other people. 

• You can shoot fireballs. 

• You can get your legs In really interesting 
positions - and If you can get a job in a 
Capcom licence you may even legs in really 
interesting positions with Chun Li. (How 
sad? Ed.) 

• You have to have your game play glands 
surgically removed. 

Shoot ’Em Up 

Downers: 

• You get blown up in space. 

• In space no one can hear you scream. 

• Laser death really smarts 

• The enemies are often huge 

Uppers: 

• You get to dish out far more death than 
you take. 

• You get power ups. 

• It looks really spectacular. 

• You get to save the galaxy. 

• You get to fly a really smart spaceship with 
really no training whatsoever - which can’t be 
a bad thing in anyone’s book. 

RPG 

Downers: 

• You have to be into elves, wizards, warlocks 
and associated things 

• No ones name makes no sense whatsoever 
and they all sound the bleedin’ same. 

• You have to walk miles. 

• You have to be cute and short. 

• You’ve got to listen to the story, or It will all 
go horribly wrong. 

Uppers: 

• You get those really nifty special pockets 
that will allow you to carry everything from an 


infinite supply of arrows/stones/flutes to 
ladders/boulders/mobile homes/non-mobile 
homes/continental shelves. 

• These games allow you to really develop as 
a character, getting stronger, more powerful, 
more successful with the opposite sex. 

• If you’re cute and short, then the entire 
world reverts works to your rules (and you 
really start to score with members of the 
opposite sex). 

• You get the best plots money can buy. 
They’re silly, over-involved, badly spelt and 
best of all they make no sense what so ever. 

Platformer 

Downers: 

• You’re just another platform game hero, so 
to make your mark you really have to go to be 
a something special. 

• Everything has to be in pastel colours. 

• You don’t get to kill much, just sit on its 
head. 

• You have to collect really embarrassing 
things - fruit, magic flowers, coins, turtle 
shells. 

• Male heroes look a little camp to other 
blokes. 

Uppers: 

• You get a weird cult like following. 

• It’s a dead pretty place. > 

• Female players go all soppy over male 
characters. 

• It doesn’t look that dangerous (but it 
probably is). 

• When you get to kill things it’s by sitting on 
their heads (which may or may not be a good 
thing). 

• You get an array of really cute friends. 

Driving game 

Downers: 

• It’s always the same road/track. 

Mode 7 can make you want to hurl (just ask 
Super Play Ed James. He hurled after seeing 
F-Zero for the first time). 

• The other racers are always faster off the 
start than you are. 

• There’s no petrol and therefore there’s no 
Tiger tokens (and hence, no free glasses, 
sandwich toasters). 

Uppers: 

• You can crash at unimaginable speeds. 

• You get to upgrade your car with guns, 
armour... 

• There’s no road tax. 

• There’s no insurance. 

• There’s no MOT. 

• Being stopped for speeding doesn’t mean 
that points on the licence. 



























The Cart Fam is a 



happy bunch. Nothing 
can dampen their 
spirits, not even the 
discovery of iand 
subsidence in their 
area and the 
subsequent threat of 
their very niceiy 
redecorated abode 
piunging into a gaping 
chasm. If oniy they’d 
taken out adequate 
home cover insurance 
when given the 
chance. Meanwhiie, 
they ponder the 
Question Of The Month: 
What’s twice the haif 
of two-and-a-haif? 


Patrick McCarthy 

A Reviewer in a Mousehoie 

“Right, that’s it. First a Cubist painting, then 
a dead fish and now this. Either there are 
some major changes around here or I start 
using the Alien 3 joke again. A lot.” 


iPenton Whbb 

An Editor 

“Easy. I know my maths, me. All across the 
world comes a brand-new dawn, it comes 
to pass when a child is born. Mathis. Not 
maths. That doesn’t help, does it?” 


Adam Peters 

A Reviewer 

“A simple numerical problem. I would just 
take the initial amount out of private hands 
and divide it equally among the victims of 
capitalism, with a 10% commission.” 


lim Nerris 

Another Reviewer 

“I've heard this before but can't remember 
the answer, and, quite frankly, I don't care a 
row of buttons. Go away and stop wasting 
my time, you annoying little man.” 



































Jonathan Nash 


A Staff Writer 

“Apparently mathematics is a language, so 
although I know the answer I couldn't 
possibly give it in English, which gets me 
out of that one rather neatly, I feel.” 


A Reviewer Who Thinks He's A Radio 

“Obviously I am a radio and not Duncan 
MacDonald at all. The large speaker grille is 
a bit of a giveaway, as is the walnut veneer 
and other characteristically radio attributes.” 


Duncan MacDonald 
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lim lUckop 


Simon Kirrane 


Nick Aspoii 

! 

» 
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Yet Another Reviewer 

“Funnily enough, 1 was thinking about this 
one only two weeks last Thursday. No, 1 was 
only thinking about this one two weeks last 
Thursday. That’s it. So 1 can’t remember.” 


A Deputy Editor 

“Sixteen.” 


An Art Editor 

“But what units are there two-and-a-half of? 
Millimetres? Picas? Points? How can you 
expect me to answer a question if you don’t 
supply the relevant data? Fool.” 


I 
















































cret of. 


The night spat lightning 
as, inside a seemingly 
innocent cave on a wind- 
blasted moor, two 
shadowy figures danced 
anxiously around an 
unconscious Jonathan 
Nash. The horror was 
over. Or so they thought. 

T he mechanical typewriter clattered out 
the final, summarising paragraph and 
came to a full stop. The whirling, 
sparkly globes ground slowly to a halt, 
and the needles on the enormous 
banks of equipment flicked back to zero as 
Doctor G Reasonablymadscientlst closed off the 
switches. His horribly deformed assistant Vernon 
nervously jiggled from foot to foot and leafed 
through the untidy pile of paper. After a moment 
of tense, humming silence he edged towards the 
figure lying strapped to the table and caught the 
doctor’s eye, making hopeful unscrewing 
motions with his hand. The doctor nodded 
wearily, and mopped his brow with a sheaf of 
technical notes. 

The typewriter started again. Vernon’s hand 
froze on the metal skull cap and he stared wall¬ 
eyed at the machine, gargling in squinty terror. 
Doctor Reasonablymadscientlst shoved him 
rudely aside and started tearing wires from 
sockets along the length of the laboratory wall. 
Still the typewriter rattled on. Vernon stood 
aghast, watching fresh sheets of paper unfurl 
from the roller, his mind fainting with fear as a 
new review began to appear. 

The doctor pulled heavily at an iron ring set in 
a large flagstone. Vernon jerked back to life and 
whirled over to help. Slowly, painfully slowly, the 
flagstone resolved 
itself into a trapdoor, 
and the sound of an 
underground river 
washed into the air. 

With the shaky 
strength of 
desperation, Vernon 
and the doctor 
wobbled the stone aside and pitched in the 
typewriter. The steady clattering note of the keys 
faded to clumpy, bouncing echoes, and 
eventually there was a deep and very final 
splash. 

As Vernon and the doctor lay panting over the 
lip of the freezing well, oblivious to the 
persistent, bubbling tapping sound on the cusp 
of hearing, the figure on the table pushed 
through the straps and flicked open its eyes... 

once upon a time 

Light sang in Erk’s eyes as he stumbled back to 
consciousness like someone falling determinedly 
up some steps. He was lying in a meadow. It 
was the sort of meadow pairs of people ran 
through in improbably slow motion. He tried to 
collect his thoughts, swimming through his mind 
for a reason as to why he should be lying in the 
sort of meadow pairs of people ran through in 
improbably slow motion, and as a giant sentient 


mushroom charged out of the grass and swung 
a disturbingly notched axe at him, his mind 
grinned and said. It’s because you’re in an 
adventure game. 

Erk rolled and drew his own weapon, a 
brownish sword which caught the sun in a 
tangibly unhappy way. He remembered pulling it 
out of a suspicious rock after falling off a log 
high above a river for some reason, and also 
remembered that this almost entirely implausible 
act had marked him out as the saviour of the 
known world. The mushroom blundered into 
Erk’s clumsy blow, and Erk was surprised to see 
large numbers float away as the monster fell 
backwards. Hello again, grinned his mind. Those 
are hit points. This is an RPG as well, you know. 

“Ah,” said Erk, turning on his heel and dashing 
for the safety of his village. Hed known it was 
going to be one of those days when he’d been 
dealt a glancing blow on the knee by Lucky 
Fishcakes the unhinged shopkeeper. 

that afternoon 

Erk was beginning to enjoy himself. Despite the 
rusty sword turning out to be a legendary 
artefact that was supposed to protect the village 
but would bring disaster If it were ever removed 
from Its sacred rock, and despite his best friend 
becoming rather alarmed at the news and 
beating him up quite severely, and despite a 
minor earthquake dropping him in front of a killer 
ant, and despite his reward for slaying the ant 
being banishment from the village, and despite 
his growing suspicion that the show he’d paid a 
vast amount of cash to watch in this dwarf town 
was a not terribly elaborate con trick, Erk was 
having fun. He’d become fairly proficient at 

tackling the mushrooms, 
and the walking flowers, 
and the several other 
monsters, and had been 
thrilled when a square box 
had popped up above his 
head to inform him he’d 
advanced to the next level 
and increased his weapon 
skill. Cheerfully roped into a dramatic quest by 
an overbearingly beribboned and frankly amazed 
recruiting officer, Erk had been directed to the 
dwarf town as the most likely place to find the 
answers to the questions of the missing patrol 
and the village of amiable zombies. 

The show finished, and Erk strolled into an 
anteroom where he was unsurprised to find the 
cast discussing in stage whispers how they’d 
cleverly tricked him out of his money. There was 
a polite confrontation, lots of optimistic smiling 
apologies, and the party was Increased by a full 
one hundred per cent, making two people. He 
was definitely getting the hang of this. 

around tea-time 

Yahoo and Erk ploughed into the unsteady 
goblins as Zasu closely examined a signpost. 
They’d strayed into the impressively obvious 
Haunted Forest, and with no endearingly 
anachronistic cannon travel agencies nearby the 


She also had the 
disquieting feeling that 
whenever she wasn’t 
looking, her mind was 
grinning at her.” 

















Witness the amazing floating shadows of doom. Ooo. 


Visit strange lands and discover exciting new religions. 



4 only alternative was to walk back through 

Pandora and tackle the zombie temple there. 

She glanced over to the fight as Yahoo was 
shouldered to the ground, knocked over the 
head with the pole of an axe, spat on, pounded 
into the grassy earth and left for dead, which she 
was. Zasu reached for her reanimating magic, 
and a large, comfortable ring of options 
appeared above her head. Erk had been talking 
about this earlier; apparently they were all 
characters in a game with a friendly user 
interface. Zasu didn’t believe a word of it, 
although privately she was slightly disturbed by 
the way her social life didn’t seem to extend 
beyond chasing a boyfriend around the country 
in small, oddly framing device-like bursts. She 
also had the disquieting feeling that whenever 
she wasn’t looking, her mind was grinning at her. 

evening 

Yahoo stood against the wall as Erk and Zasu 
attacked the fire giant. She wanted to be there in 
the thick of the action, but for some reason felt 
the pressing need to wait and charge up her 
arrows. Erk had been talking about it all earlier; 
apparently they were all characters in a game, 
but only Erk was controlled by the player, the 
other two being automatically directed 
according to a pattern set before combat. It 
seemed that If one were exceptionally good in 
life, a second or even third person would join the 
game as a player. Yahoo didn’t believe a word of 
it, leaning more towards the Wise Purple Owl 
religions, but that still didn’t explain why she was 
completely failing to wade in and lend a hand. 

I could tell you, said a voice inside her head. 
But I’m not going to, it grinned. 

april 16th, 1882 

1 aivo(<ie tfiis morning from a most confusing dream tofiicfi I 
SeCieve to Be a portent of disaster regarding my e7(periments tuitfi 
tfie nature of eviC. O^ortunateCy I Bad myjournaC to Band and 
was aBCe to note down tBe details of tBe dream, wBicB 1 
reproduce Bere, making no cCaim to tqtow e?(actCy wBat it means. 

“Typecasting is a problem. Last month I 
reviewed my first ever RPG, the quite fabulous 
Sticky Ninja, and all of a sudden I’m the resident 
RPG expert. A similar thing happened when I 
first expressed delight over Zombies Ate My 
Neighbours. Coincidentally, at that time a 
ramshackle hotel in Lanarkshire was plagued by 
some zombies, and within two days of the game 
review being published a group of nervous locals 
was pushing me into the building armed only 
with a box of cocktail sticks and a copy of 101 
More Dangerous Things To Do With Masonry. 

But that’s another story, and one I intend to dine 
out on for months among vastly rich people who 
laugh like they were clearing a blood clot. 

“Anyway. Secret Of Mana. (And not The Secret 
Of Mana, oh no.) Whereas Sticky Ninja was 
extremely silly, John Drake is more of a serious 


RPG. (Secret Of Mana-Secret Agent Mana-John 
Drake, see?) Your characters can develop 
powers and skills, magic plays an important part, 
and hidden away beneath the oh-so-friendly 
exterior is a full hit point combat system doodad. 
It’s very well hidden, though, so no worries there. 

“Like Sticky Ninja, the story of John Drake 
unrolls as you go, so it would be a dastardly and 
caddish thing to reveal anything of what goes 
on. Suffice to say there’s a witch in there, and 
some ancient curses, and a few crystal orbs, and 
earthquakes, and dragons and stuff an’ that. 
Presentation is immaculate, with crisp and clear 
graphics, different tunelets for each part of the 
game world you visit, and a clever control 
method which has you choosing options from a 
stack of spinnable rings. The whole game is 
dripping with lovely features, like the way you 
start with one character but pick up two others 
during the game, both of which can be 
programmed to attack or defend the party during 
fights. (Alternatively, if you’ve got a couple of 
friends and a Multitap, all three can be played 
independently.) Or the way you can break off 
from following the plot and spend a restful few 
hours wandering about and attacking monsters 
far weaker than yourself to build up experience 
points. Or the way every monster killed yields a 
bounty, so you can clock up cash to afford those 
vital extras like armour, food, or, indeed, any sort 
of chance at ail to survive. Or the way the 
manual talks you through the initial forty-two 
steps of the game, thus delivering you safely to 
the beginning proper. 

“As a game, everything works. The monsters 
are cutely despicable, the difficulty level Is more 
or less self-regulated (it’s up to you how long 
you spend building skills before taking on the 
next boss), the puzzles are interesting, and you 
can’t help getting involved with the characters.” 

april 17th, 1882 

Last nigBt, I steeled my nerves and tooBitBe potion. red mist 
descended Before my eyes, and wBen I recovered I found my 
zvorBBencB and equipment wrecked asif By a wild animal. 
TBanliBeaven I Bad tBeforesigBt to CoclimyseCf in. 

Later: I Bave dreamt again. 9dy journal tells tBe story. 

“Walking around John Drake is a singularly 
boring experience. To extend the apparent size 
of the game, the plot sends you back and forth 
across the map time and again. And while 
everything flows really well, the bosses put a 
definite spoke in the wheels. When fighting one, 
you’ve either got enough experience levels to 
defeat it, or you haven’t. So you’re obliged to 
spend more and more time just traipsing around 
and fighting low-level monsters in order to boost 
your powers. And another thing: you can’t really 
go off and do your own thing. The game is very 
linear - either you do what the designers want 
you to do, or you don’t get any further. But one 
thing that really annoys me is, er, is, urn. Er.” 

MercifulQod, wBat Bave I done? 


twilight 

Erk and company were in a tight spot. The fire 
giant had proved more than a match for their 
weapons, and the party was in a bad way. They 
battered hopefully at the locked doors as the 
monster approached. 

It was Yahoo who realised that a fire giant 
would probably be susceptible to water magic, 
and she frantically span the control ring to the 
correct setting. The enemy lord was upon them 
as she completed the spell, and a spattering of 
preliminary drops gave way to a torrential 
downpour of water from the sky. The flood burst 
over the fire giant in a spiritually uplifting 
manner, and steam boiled up the walls. 

At last, the clouds fizzed away, and, as the 
party began to unwrap itself from a far corner, 
unaware that the severely damaged but still 
actively vicious fire lord was hobbling vengefully 
towards them, an abused typewriter smashed 
from the air to demolish the monster at the 
exactly correct dramatic moment. 

Later, they dug out the machine and watched 
it sputter out a final analysis. 

When all is said and done, John Drake 
actually manages to be more fun than 
Sticky Ninja. Granted, there are no sub¬ 
games, and there is more than a 
lightheartedly acceptable amount of 
walking back and forth (at least, until 
you find a convenient flying dragon) but 
the enormity of the story and the 
multitude of atmospheric asides (such as 
the supporting characters arguing 
spiritedly with people they meet) make 
for an exceptionally engrossing and 
playable game. Unlike Sticky Ninja, 
there will be little incentive to come 
back to the game once it's been finished, 
but getting there will take so long and 
is so entertaining that you don't really 
care. Completely excellent. 

Erk, Yahoo and Zasu turned from the 
typewriter towards the setting sun. There was a 
world out there, a world ripe for exploring and 
hacking about a bit, and whether It was a game 
or not was immaterial. As the machine gasped a 
final The end and dismally rang the carriage 
return bell, they squared their shoulders and set 
off in a jaunty line. 

After a while, they grinned at each other and 
began to whistle loudly, and so missed the paper 
rolling up a few more inches, and the words Or 
is it? gratuitously appearing in the precise 
centre of the page. H 




. y. 



Gargantuan RPG with enough 
playability to fill a misleadingly 
registered cargo tanker. The few 
problems (linear gameplay being 
the biggest, and that’s a matter of 
taste) are more than adequately 
overshadowed by the 
handsome 
quirkiness and 
addictive 
qualities. A 
tremendous 
game. 
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There, they took part in an exciting sporting contest. 


The adventure started with instructions from Sax the cat. / Erk, Yahoo and Zasu were to go to Pirn without drowning. 


Later, a mist descendcKi and things became complicated in the limited visibility. 


After accidentally massacring several people, the trio was questioned by the police. 


And our heroes were freed to continue attacking everybody they met. 












































He’s a cute little funster and we love him for his roguish nature. 



He has a tree house and blue jammies, he’s scampish and playful... 



B efore we begin, can I ask you 

something? If I were to approach you 
in the street and say ‘Dennis The 
Menace’, what would you think? 
Aside from thinking that I was some 
sort of nutter with no more right to live on God’s 
clean earth than a weasel, you’d almost certainly 
think of a dark haired little chap in a stripy 
jersey. He’s malicious, unpleasant, owns a 
bizarre semi-talking dog and appears weekly in 
The Beano. He’s so well loved in Britain that the 
Dennis The Menace Fan Club has many 
thousands of members (although I haven’t the 
energy to haul my carcass down stairs to find 
out exactly how many, sorry - but I’m a member, 
so there’s at least one). But that’s not important 



Tim Norris didn’t even 
bother to write a strap 
for this review and we’d 
iike to take this time to 
point out that we won’t 
be paying him. 

right now, because this game isn’t about our 
Dennis. No, indeed, it’s about America’s Dennis 
The Menace, the character created by Hank 
Ketcham. This Dennis is a lovable little blond¬ 
haired scamp who gets Into mischief only in his 
desire to do the Right Thing. I heard an interview 
with Mr Ketcham where he described how much 
he hated the British Dennis because he was so 
very unpleasant. He entirely failed, it seems to 
me, to grasp the fact that that’s exactly why we 
like him. Lovable little scamps have a tendency 
to make us slightly 
nauseous. 

Anyway, on to the 
game. It’s a film licence, 
so guess what sort of 
game it is. Yes, that’s 
right, it’s a complex 
point-and-click 
adventure where you have to guide the main 
character through a series of taxing and testing 
puzzles... No, only kidding, it’s a platform game. 

But, it’s a platform game with a difference. Oh, 
yes, there’s something really out of the ordinary 
about this one... No, only kidding, it’s pretty 
much the same as almost every other platform 
game you’ve ever seen. Well, maybe not every 
platformer you’ve ever seen - this one’s actually 
quite good - but it’s certainly not going to blow 



... but he thought he could fly and died, rightly so. 


your mind with any of its innovative features. I 
usually tend not to bother over much with game 
plots, but the plot of Dennis has become 
something of an obsession. I tried to play the 
game, as I usually do, without reading the 
instructions. I say that it’s a test of the quality of 
a game - if you can 
play it without reading 
the instructions then it’s 
well designed - but 
actually it’s because I 
usually can’t be 
bothered. Anyway, this 
time I failed miserably. I 
wasted so much time with this one that I’ve 
abandoned my lazy ways and now there’s a little 
maxim by which I try to live. I usually express it 
as an acronym: RTBM(YSB) ~ Read The Bleedin’ 
Manual (You Stupid Bloke). Anyway, where was 
I? Oh yes, the plot. Evidently a burglar called 
Sam has stolen Mr Wilson’s coin collection and 
Dennis decides to get them back to atone for 
some bizarre misdeed (which had something to 
do with an orchid but I lost concentration during 


I I usually express it as 
an acronym: 
RTBM(YSB) - Read The 
Bleedin’ Manuai (You 
Stupid Bioke). ” 


























With a great deal of concentration Dennis found he could levitate the red balls. 


On a visit to Ambleside Dennis playfully trampled the animals. 





It’s a good looking, tricky 

piatformer and I for one reaiiy 

enjoyed piaying it. The main 

character isn’t reaiiy very 

appealing and if you’ve never 

come across the American Dennis 

before you’il find it 

hard to have any 

sympathy for 

him. But don’t 

let that put m 

you off - it’s m 

a winner. ■ 


that bit). Without the manual, it’s practically 
impossible to work out how to escape from the 
first level because there’s quite a bit to be done. 
Makes you wonder why Ocean sent us the game 
without a manual, really. Still, all’s well that ends 
well, eh? 

stand and deliver 

Dear old Dennis starts off armed with a water 
pistol which isn’t actually all that much use, 
frankly. Oh, sure, you can make the mice stand 
still in the Wilsons’ house, but really, when was 
the last time you had a burning need to make 
mice stand still? I once had to make a llama 
stand still and there was a bloke in front of me at 
the cinema who could have done with sitting 
still, but it’s not that useful an ability when all’s 
said and done. The catapult, when I eventually 
found it, was much more useful - even though it 
took several shots to get rid of most things. It 
wasn’t until I read the instructions and 
discovered that there was a pea-shooter lurking 
about that things started really to get interesting. 

So, er, there’s a great deal of walking, running 
and shooting things, interspersed with a fair 
amount of collecting of coins and life-giving 
sweeties. There are obstacles to avoid and... 
look, it’s a platform game, okay? Everyone 
knows what they’re like by now and it doesn’t 
really seem to me that the ed’s going to be 
getting full value for money from this review if I 
just sit here and tell you what they’re all about - 
he could have done that himself for nothing. 

The graphics are well drawn and the SNES’s 
abilities are well used. Some of the background 
objects are in the foreground (please don’t write 
in, I know it doesn’t make sense, but I’m sure 
you know what I’m getting at) giving a good 
depth of field. There’s a really good shimmering 
reflection effect in the lake on level two as well. 


It’s all jolly lovely and no mistake. Enough of my 
rambling, though. What’s it like? Well, as I said, 
at first I hated it because I hadn’t got a clue what 
I was supposed to be doing. But once the 
manual arrived and I worked out what was 
happening, I found it to be quite an entertaining 
experience. Each level needs a bit of exploration 
before you can make any headway and the time 
limit means that even the cockiest gamesplayer 
is going to have to have a couple of goes to try 
to work them out. 

It’s not a game that’ll blow anyone’s mind and, 
for we Brits at least, there’s nothing particularly 
to sympathise with in the central character. But 
it’s an enjoyable and challenging romp, and only 
some bits of it (most especially the blind jumps 
in the park) are unfair. 

I’ve been trying my damnedest to come up 
with some astonishingly apposite little quip with 
which to end this here review, but I must freely 
confess to being utterly stumped. So I’ll just say 
that Dennis is a corking little game and leave it at 
that. Oh and I hope the ed doesn’t want his 
money back. ■ 


The film Dennis starred 
] j \ Walter Matthau as 

■ ' George Wilson. His real 

i ■■ name is Walter 

i Matasschanskayaski and we couldn’t for the 
: life of us work out why he changed it. Then 
; we hit upon the answer. Walter Matthau is an 
anagram of ‘Wonderfully funny character 
I actor who’ll get a part in The Kentuckian with 
I Burt Lancaster and go on to become 
incredibly famous, successful and well loved 
throughout the world’ whereas Walter 
Matasschanskayaski is an anagram of ‘Git’. 


‘What a strange sunset!’ Exclaimed the strange trio. 























alfred 

chicken 

Chicken-based platform 
games are a bit of a 
delicacy in some of the 
darkest parts of Asia. In 
his review of Alfred 
Chicken,Tim Tucker goes 
ail the way to another 
continent to discover the 
truth, and is surprised by 
what he finds. 



Well, the simple answer is, don’t slam your beak down. 



Alfred dives onto buttons. Buttons is upset. 



Ha-ha, Alfred’s got a scuba diving suit on, it’s brilliant. 


L ife must be hard for platform games. I 
can imagine that, from the moment 
they’re born, they get stick from all the 
other games, and chided in the 
playground for being a bit cute and 
having no guns. Jealousy builds up at the 
amount of attention and sales they’re destined 
for, and the fact that their main characters will be 
plastered all over T-Shirts, pens and lunchboxes, 
and may perhaps even stand as an MP (as in 
Alfred’s case). When they join the great Games 
Academy to get in shape for the media madness 
that will accompany their release, the Sergeant 
Major always picks on them. 

“Right, you ‘orrible lot, think you’re all proper 
games now, do you? Think you’ve got what it 
takes? You, what’s your name?” 

“Chicken.” 

“Chicken SAH!” 

“Chicken SAH!” 

“And where are you from. Chicken?” 

“From Platform County, SAH!” 

“There’s only two types from Platform County, 
Steers and Queers. Which one are yooou. 
Chicken?” 

And so on, until they find a warm comfortable 
home with a nice suburban family. Poor Alfred 
almost certainly went through all this before his 
appearance as a fully qualified and highly trained 
Platform Game. 

life’s hard 

Entering the academy would have been no 
problem for Alfred; he has all the surface 
qualities required of a platform game. First off 
there’s the character, Alfred himself. Unlike Zool, 
whose genus is unspecified, Alfred is 
undoubtedly a chicken, 
the evidence Is beyond 
question. For a start, he 
looks very like a chicken, 
complete with beak, 
feathers, dull plumage, 
and a horribly un- 
aerodynamic shape. He 
also hatches from an egg 
at the start of each level, 
pecks balloons for re¬ 
start points (which are very sensibly placed and 
generously provided, I might add) and makes the 
odd chicken-like noise. Cute? Well personally, 
ever since I was first subjected to chickens I’ve 
had a pathological dislike of them. There is none 
of the ferocious grace of the eagle, the wily 
courage of the hawk, yet neither is there the 
endearing pointlessness of the penguin. Eggs is 
about all that chickens offer us really. 

But to be fair to the old chap, he does have a 
certain charm. He jumps like no other chicken 
before him (although very similar to plenty of 
platform games I could mention), and even has a 
rudimentary form of flight. Pressing jump again 
after he’s taken his leap produces a furious 
flapping of the wings, resulting in a less-rapidly 
descending, and slightly more deserving of the 
word “airborne”, chicken. This is obviously 
useful, especially in avoiding some of the 
obscene disasters which platform games 
innocently insist upon subjecting you to, like a 
brutal impaling on a bed of spikes. Alfred’s 
demise is made all the more alarming by the 
disturbing explosion which follows his collision 
with any sharp objects or enemy sprites. Luckily, 
you’re not expected to clear this up after you. 

Alfred’s crap attempts at flying are also handy 
for collecting all the jewels which are inevitably 
floating around in mid-air. As you know, all 
platform games require you to collect things, but 
I do hate it when you’ve got to keep jumping up 
repeatedly to get them all, because it’s simply 
impossible to grab the lot in one fair swipe. At 


least Alfred can linger around on his pathetic 
excuse for wings and be sure of tidying the lot 
up all In one go. 

funky chicken 

But one thing that would draw a few odd looks 
from fellow platform games at the Academy is 
Alfred’s chosen form of attack. Whereas most 
graduates are content with jumping playfully on 
baddies’ heads, Alfred has to dive bomb them 
from above, sharpened beak poised to Inflict a 
grisly end. This requires an extra control 
procedure Qump, followed by down on the 
control pad), which is frankly, a bit annoying. 

Part of the fun of platform games is moving on, 
making progress - indeed, bouncing around. 
Alfred requires a slightly more ponderous pace, 
if you’re not going to explode immediately. 

And those explosions are a bit irritating too. At 
first It’s terribly frustrating, as a simple brush 
with a foreign object causes instant explosive 
death, which not only seems instinctively wrong, 
but means that getting used to the control 
system Is a pain rather than a pleasure. 
Combined with Alfred’s aforementioned attack 
procedure, it results in a good deal of 
perseverance on your part to actually get into 
the game. 

Once you’re into It, though, you’ll find a 
pleasant and occasionally very well designed 
platform game. It’s got far more of the puzzle 
orientated action of a Mario than the run and 
shoot antics of Zool, for example. The puzzles 
aren’t too hard, but they do make the 
accomplishment of certain tasks a lot more 
satisfying. Also, they often don’t determine your 
fate (which could mean halting your progress 
and winding you up), 
but rather lead to bonus 
areas or quicker routes 
to the finishing line, 
which is still useful as 
levels have to be 
accomplished in a 
given time limit. 

This, however, leads 
me to another criticism 
of the game, because if 
you lose a life during a level, the clock doesn’t 
go back to the beginning, it carries on from 
where you last left off. Inevitably, by the third or 
fourth life, if you still haven’t got very far, you’re 
never going to make it to the end of the level in 
what’s left of the time. Once you realise this, the 
best tactic is to just kill yourself off and take one 
of the continues, which negates the whole point 
of having more than one life in the first place. 

This situation gets better as you improve, but it’s 
an aspect of the game which should have been 
eradicated in the play testing department. 

a good egg? 

It should be apparent from this review that Alfred 
Chicken contains both the good and the bad of 
platform games. It doesn’t attempt to use the 
graphic or sonic capabilities of the SNES, and in 
fact there’s nothing here that couldn’t be done 
on the Amiga (and if you don’t believe me, take a 
look at the Amiga version). 

It takes more endurance than most to get 
involved in too, but as you get better the 
situation improves to the point where It does get 
you hooked, and with over 60 levels to get 
through, you’ll certainly get your money’s worth. 
It still doesn’t manage to keep you thinking 
about it once it’s turned off, though, and even 
though It’s got a fair amount of challenge, you 
may not stick with it to the end. A mildly 
engrossing game, then, but not one to make a 
cluck about (sorry). H 


There is none of the 
ferocious grace of the 
eagie, the wiiy courage 
of the hawk, yet neither 
is there the endearing 
pointiessness of the 
penguin. ” 


























AH right, I paused rt. But you have to 
grabbing, or else you lose the momen 


It's a good looking game, The Eggs attending Show and Tell - oh, I can't carry on 
if a little sparse on the “'«■ absurd. It's not realistic at all. 

backgrounds. 


A better than average platform 
game, but not without its 
frustrations. A little more attention 
to detail would have made it a 
beauty. As it stands it is one of the 
most ‘middle of the road’ games 
that we’ve had in the 
office. And 
anyway 
shouldn’t he 

be called Im i / \ 

Alfred the /# / / , 

Cock? ■ / / 












































This is Pantyhose in the dream sequence just 
before he meets Dale Cooper and the midget. 


... all of a sudden he has become an overweight 
Saturday Night Fever freak. Sad really. 


The principle look a lot better in close up than he 
does in the next shot along... 


L et’s get this straight right from the off, 
in Ranma 1/2 we are dealing with a 
school story, a school story that is not 
your run of the mill episode of Grange 
Hill. This school doesn’t have any 
Gripper Stebson or Tucker Jenkins and I can be 
safe In the knowledge that none of the 
characters in Ranma 1/2 will ever appear in 
Eastenders. 

Ranma the hero of our story is not an average 
bloke, for a kick off he’s Japanese and he’s an 
Anime star but along with that, whenever he 
comes into contact with water he turns into a 
girl. Yep not your everyday Joe our Ranma. 

You’re confused aren’t you? Soooo, let me 
take you back to the days before Anime, days 
when we knew what was what and who was 
who; days when Tucker Jenkins used to watch 
fat Alan smoke around the back of the sports 
block and that really dull girl wrote a false diary 
about her English teacher and days when 
Michelle Fowler was ugly (at least some things 
stay the same). 

You see Grange Hill was the be all and end all 
of school dramas, well to a certain extent it still 
is, only because the series I watched and grew 
up with is now repeated on Sundays. Unlike the 
crap new version which is full of two dimensional 
characters who don’t have a heart attack when 


they take a dip in the pool, let alone turn into a 
girl. There’s just no reality left in drama 
nowadays, or beat ’em ups for that matter. 

confusion reigns 

I know I complain a lot and that I shouldn’t, after 
all I’m being paid lots and lots of cash to write 
about video games and my favourite television 
series. Well I’m not paid for the TV stuff but I 
enjoy that bit so I do it as much as I can. Of 
course if I ever get bored of the writing thing I 
can just go back and play some more Ranma, so 
even my work is packed full of recreation. Bish 
bosh kerpeuwie. I’m reviewing a game, slam, 
slam kerdunk ooh, er look at the sprite collision 
on that and so on and so forth, still if this is what 
you want then I’m willing to deliver. 

Ranma 1/2 is a nice break from all this writing 
though, within minutes of first loading it up you 
are calling over your pals and telling them to: 
‘take a look at this’ or that: ‘quick quick the 
panda’s laughing’. It’s quirky you see, despite 
being more confusing than a Pynchon plot. 


there was uproar at one time, when Tucker broke 
into school and accidentally set fire to it. 
Following this there were a spate of copycat 
fires spreading around the country’s 
comprehensives. You see Tucker was a good kid 
who accidentally got things messed up, whereas 
the real comprehensive kids were made of much 
sterner and more cynical stuff. We burned 
schools down for the hell of it. 

The plot of Ranma 1/2 while being a lot more 
complicated is quite tame by comparison. You 
see everyone In the game has a reason to fight; 
some want respect, others want to get 
something right and some, like Ranma (the 
Tucker Jenkins of the tale) want to skip lessons 
by beating up everyone else in the school. 

The school is a new and radical kind of 
learning centre. The pupils all have special 
attributes, one is a very good gambler, one is a 
beautiful girl and of course Ranma can change 
sex with the aid of a spot of water. The problem 
is everybody has a special problem that goes 
hand in hand with their attribute. To rid 
themselves of their problem they are encouraged 



what’s it all about? 

The plot of Grange Hill was ever-changing and 
tackled some pretty hairy debates. For example 














Frederik nails bambou with her 


Rumiko Pakahashi the female creator of 
Ranma has amassed wads of cash... all 
because she has such tight controls 
over the entire comic and TV series. / 
Both have now run their course and ^ 
she is busy flogging her Ranma 
video to the masses and working on 
a new and different story. ^ 

Also in the pipeline is a Ranma 
1/2 RPG, already out in Japan the IHR 
game uses the complexity of the 
storyline as a framework for the 
game, expect it in ’94 some time. 


The green jammied lovely 
skikes home a blow for 
radical feminism. Hurrah. 


Wahaay! Some of the best 
Judo we’ve seen from girls 
in green jammies. This is 
what we want! 


Y pizza slice, just like real life. ^ 
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because they (the comments) refer back to issue 
2 volume 7 of the cartoon series. These people 
are fanatics - but that’s okay and this game is 
most definitely for them. 

Myself I’m patiently waiting for a Gripper 
Stebson beat ’em up and a full Grange Hill RPG 
where the aim of the game is to push the gruff 
sports teacher with the beard into the swimming 
pool in order that he turns into a girl and has 
a heart attack. Well I can always live in hope 
can’t I? m 


To a large extent this is an 

enjoyable game however the 

enjoyment is a by-product of the 

characters and that you can play a 

large panda who has a sampled ho 

ho ho whenever he gets punched. 

So it’s all quite 

humorous though 

the joke wears 

thin when you 

consider the 

cost of the 

game. 


by the Hawaiian (no explanation proffered) 
school principal to fight against their peers to 
help them. 

Now that’s what I call hands on learning there 
is even a Panda (who happens to be Ranma’s 
father) who is willing to fight the pupils in order 
that, primarily, Ranma learns to respect him. 
There are comparisons here with Grange Hill and 
the knotty subjects that the program 
investigated. For example Pantyhose (as named 
by his school peers) is sick of his name and the 
ridicule that it causes. To get a new name he has 
to fight these peers - 
now if this isn’t a perfect 
analysis of the 
breakdown of 
communication in the 
schoolground and the 
increase in bullies (as 
exemplified in Grange 
Hill's much imitated 
Gripper Stebson) then I 
don’t know what is. The 
only failure of this comparison is that Pantyhose 
can transform himself into some form of 
demonic bull while Stebson could only manage a 
cowardly bully. 

At the end of the day you will find the game a 
bit of a mirth maker and entertaining, per se. 


However as a beat ’em up that is competing with 
the likes of SFII Turbo this is going nowhere fast. 

The moves are few and far between and the 
character’s weapons, while being humourous or 
plain bizarre: deer in hats, dice, maracas and 
teddy bears are not very effective and don’t 
appear to come under the same control as 
other game’s moves. 

inside story 

Finishing the game is quite easy after a time and 
the reward for this, 
which includes large 
shots of the principle 
reneging on his deals. 
Not the most exciting of 
events, although again 
drole. I have to suppose 
however that there is a 
small but noteworthy 
group in this country 
who just have to have 
this game. These are the anime fanatics, the 
collectors of the manga series of Ranma 1/2, the 
people who due to their inside knowledge of plot 
and character can glean a higher understanding 
from the game’s storylines, people who laugh 
hysterically at the throwaway comments 


Tucker Jenkins used to 
wretch fat Alan smoke 
around the back of the 
sports block and that 
really dull girl wrrote a 
false diary about her 
English teacher. ” 
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Here we are half past eight on a balmy summer evening in downtown LA. 


See the blokes keeling down? Don’t shoot them. See the big silver bloke? Shoot him. 


The bricklayers defended their handiwork to the last man. Die foul and evil ship, and crash over there would you? 


These are the gold terminators by Rolex. 
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You are playing TS-The 
Arcade Game, you are a 
resistance fighter, you 
have to save the world 
and you have to read 
what Simon Kirrane says 
about this game... 

L isten: I am a resistance fighter, I fight 
resistance wherever it rears it’s head. I 
am a resistance resistor. Well that was 
what I gleaned from the plot of 72 but 
then I wanted to get on and play the 
game didn’t I, I’m a reviewer (as well as a 
resistance fighter) not a reader. 

So it was quite fortunate that a few shots into 
the game I realised there wouldn’t be much in 
the way of reading coming from this game, this 
is a about shooting - make no mistake, in fact if 
you take any time to read then you’ll have had 
your chips, fire, fire, fire and resist reading. 

a shot in the back 

At the game’s start you are staring out upon a 
post apocalyptic battlefield strewn with the 
regular post apocalyptic trappings. Dead and 
burnt things, the husks of a former humanity... 
and machines; large, deadly, shiny machines 
and a few robots. You must resist these 
machines and blow them up with your gun, or at 
any rate your cursor. You must also resist 
temptation, the temptation to shoot your own 
men in the back until the message “Human 
Casualty” comes up, of course you will not 
notice this as this game isn’t about the subtle 
nuances that can be found In the written word, 
fire, fire, fire, subtlety Is not a part of the 
equation here, resist 
subtlety. 

Scrolling along ‘the 
wasteland’ (and 
resisting any references 
to T S Eliot which might 
alienate some) you soon 
realise the extent to 
which subtlety is not a 
part of this game, it is starkly absent, there is a 
vacuum created by its non-occurrence and the 
vacuum isn’t subtle either it’s more like a hoover. 

fire, fire, fire 

After you have passed the first scene of post 
apocalyptic hell you come to a second scene of 
post apocalyptic hell which you must scroll past. 
This is moody like the first, firelight flickering, 
shadows shifting all that indoorsy type of post 
apocalyptic hell. Here you must move your 
cursor to kill anything that moves and isn’t 
human. Otherwise you’ll have to not read the 
“Human Casualty” sign again... and you’ll 
lose points. 



‘They just kept coming, wave after wave.’ (Yawns). 



The big orange circies are incoming missiies and the 
target shaped thing is the target. 


All the while that you are shooting the machines 
who are trying to take over the earth you will find 
steel boxes that when shot reveal power ups, 
smart bombs, coolers for your gun (it doesn’t run 
out of bullets but it does slow down and stop If it 
gets too hot.) 

So it’s eyes around the screen and, well shoot 
anything that moves really except anything that 
is on your side. Not subtle and we’ve discussed 
that already now but the lack of subtlety is as 
blatant as it is lacking, this is a video game of 
the highest order In the respect that it is pure 
game, there is nothing else. Fire, fire, fire, game, 
game, game. 

fairground attraction 

It’s a cold winter night and you are surrounded 
by the light and excitement of a fairground. The 
stalls are subscribed to by the wandering 
families and despite ever^hing: the rough youth 
elements, the shouts of the drunk and the 

strange path wended by 
the lads on a break from 
twirling the waltzers 
there is a strong sense 
of enjoyment potential. 

The booths all provide 
one thing, game. There 
is a game; throwing 
darts, throwing hoops or 
shooting ducks. The game is all there is and to 
enter all you do is pay a nominal fee for a waste 
of time. Time to be wasted tarrying as opposed 
to dilly dallying. You lose or win, which brings 
the embarrassment of walking away with a crap 
cuddly toy and then off you go to the next stall. 
Five minutes, that’s all we’re talking. After that 
length of time the other games become far more 
interesting and the game you’re playing has 
become a tedium. 

If you’re thinking that there’s a point to this 
diversion there is. If video games are distractions 
from the fairground of everyday life and we know 
that five hours is a nice time to be distracted and 
five minutes a bit of a bloody rip. Especially 
when we aren’t paying a nominal fee of about a 



Look at the concentration on that robot, pheeuww. 


I am a resistance 
fighter, I fight 
resistance wherever it 
rears it’s head. I am a 
resistance resistor.” 



Although I can’t place these bouncy robots I’m sure 
they’re very scary and a bit creepy too, thankyou. 



This will be the opening bit that has that nice kerchunnk 
sample tacked onto it then, this is my favourite bit. 

pound more like fifty quid, hardly a nominal fee 
that Is it?. 

So we can conclude that this is fifty quid for a 
game of duck shoot and that’s about It really. It 
is compelling but that Is because it’s pure game, 
there is no more game you can fit into a 
cartridge. Still pure game, like pure alcohol Isn’t 
the best diversion, what’s needed at the end of 
the day is subtle blending and of course this is 
resisted in 72. 

So there you have it, graphics that suggest 
post apocalyptic existence, a cursor, endless 
rounds of bullets and the ability to save the 
world. Not a million miles away from a duck 
shoot at a fairground or if you want something 
more techy, a bit like Mission Command but with 
better graphics. An engaging game though not 
what we expect In the here and now, possibly 
the expected standard after an apocalypse. M 



Engaging is probably the one word 
that you leave with after a round of 
72. For it certainly keeps you 
occupied for a period of time. Still 
not really what you want to be 
doing all day and certainly no 
competition to the 
games 
out there. 

Unlike the 
machines 
this is 
missable. 
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Clearing away super lightweight logs was one of Chuck’s daily chores. 

Chuck failed at the Cargo Net and was duly disqualified from Gladiators. 











Weil I’m not sure 1 what’s going on here, sorry. 


CU thpov s a wobbly 

■ r* 


Despite his calm appearance, Chuck can 
sometimes get stroppy. If he is attacked by 
airborne boulders or delinquent dinosaurs, he 
tends to react quite violently. 

A flying kick or a swift belly-butt Is how he 
usually wreaks his revenge. 


When it first appeared on the 
home computers, Chuck Rock was 
heralded as being even more 
classic than that “knock knock” 
joke about Doctor Who. It remains 
a good, amusing game, but there 
are far too few levels 
to provide a long- 
lasting 
challenge to 
ace thumb- W 

smiths like M y 


playing the game 

Chuck Rock Esq. is a big man. Indeed, he’s even 
fatter than a fatso. His size is actually quite 
beneficial, as it enables him to pick up large 
boulders that he finds lying around the place, 
and use them in a variety of interesting ways. He 
can chuck them (surprise, surprise) on top of 


Spider spider burning bright... no wait that’s wrong. 


Chuch Rock is a fat. 
Neanderthal thickie, who 
spends his time grunting 
and kioking and butting 
things with his belly. Just 
like Trenton Webb, in fact. 

W hen I was a little lad, I can 

remember playing a game on my 
Amiga called Chuck Rock. It was 
a good game, with amusing 
graphics and a groovy-funky 
soundtrack. I was captivated by its refreshingly 
unusual twists on the usual platform theme, and 
by its undeniable ‘character’. And now, aeons 
later. Chuck Rock has finally arrived on a SNES 
near you. But does that ol’ Chuck magic still 
work as well today as it did all those centuries 
ago? Or not? Or is it better? (Shut up! Ed.) 

better late than never 

Thankfully, the answer is an almost-resounding 
“Yes!”. The Captain Caveman-esque “unga- 
bunga” uttered by Chuck as he begins the game 
still manages to raise a smile, as does the 
expression of anguish on his face as he is hit in 
the nuptials by a prehistoric baddie. Indeed, the 
ever-present sense of humour In Chuck Rock is 
the mainstay of the entire game. 

The storyline behind the dino-bashing antics 
of Mr Rock is typically platform game-ish. 
Chuck’s wife has (allegedly) been kidnapped by 
an evil bast called Gary Gritter, who is submitting 
her to vicious torture by singing at her. Chuck is 
none too pleased by Gary’s rather immature 
behaviour, and so has set out on a quest to 
rescue his lady. There are five lands that stand 
between Chucky-boy and his missus, each 
consisting of between three and five levels. 
There’s the hot Jungle, the very hot Volcano, the 
cold Underwater World, the very cold Ice Age, 
and the not-too-hot-but-not-too-cold Dinosaurs’ 
Graveyard. 


baddies, or use them to reach higher platforms, 
or even position them as stepping stones. But 
sometimes, even trusty rocks are not enough to 
bridge the gaps in Chuck’s path, and so he 
needs to call upon the help of the locals. He can 
be carried by a pterodactyl, or sucked inside a 
woolly mammoth and then blasted out like a 
canon ball through its trunk. 

Although Chuck Rock is still good, solid fun, 
it’s not entirely flawless. The control system’s 
not as fluid as it might have been, which is a bit 
of a pain in the vestibules, and the whole game’s 
just too easy and too short-lived. I’d have liked 
to have seen some extra levels added to this 
conversion, because what there is simply cannot 
justify a £50 price tag. Even the humour has 
been diluted in a few places; the infamous 
defecating dinosaur seems to be suffering from 
constipation in this version (although I’m pleased 
to say that the rather rude raspberry-blowing 
triceratops is still there). 

Chuck Rock is undeniably a decent game, but 
Its place at the pinnacle of the platformer pile 
has long since been taken from it. It’s just more 
of the same old stuff. M 


Look at the legs on that! Chuck is quite taken aback. 








There’s something 
beastly going on and for a 
change it’s not Rick 
Haynes demanding 
protection money again... 



Man with wings meets man with mucus probiem. 


Y OU know, it’s a good job the Super 
Nintendo isn’t hooked up to a roller 
coaster ride because the overuse of 
spiralling Mode 7 graphics in games 
like this could seriously affect your 
chances of keeping your lunch down. Within the 
first few seconds of Enix’s latest offering, the 
logo and other objects have been stretched, 
shrunk and spread around the screen at a great 
enough speed to embarrass all things fast. 
Sometimes I wish that programmers at Nintendo 
had kept this little visual trick a secret. 

man with wings 

If you never saw the first incarnation of this 
romp, the best way to think oiActraiser2 is as a 
swords and sorcery version of Super Mario 
World. Instead of a cloak for flying though, the 
hero thoughtfully comes packaged with a pair of 
wings and an enormous cod piece. 

There’s no wasting your time hunting around 
for something to chuck at enemies either. You 
immediately get your hands on a sword, a shiny 



“Don’t I know you? Was it Noel Edmonds’ House Party ’93?” 


shield, some spells and the promise of more 
power ups along the way. This sure beats 
working on your high score. 

Add all of these niceties to a cast of nasty 
critters straight out of Evil Dead 3, top notch 
presentation and a background story that gels 
everything together, and Actraiser2 begins to 
sound like a tasty little package. 

action baby 

So why can’t I recommend this to anyone except 
the most ardent Actraiser admirer? A lot of 
attention has been lavished on the presentation 
of this game, but sadly it’s simply not that 
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DicieeNqe 


A Jaguar XJS... if you’re drinking Bacardi. V 
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Ha, ha, ha, ha. A woman with wings. (You’re fired. Ed.) 



















exciting to play. The action in this baby (What 
decade are you in? Ed.) is hard put to raise an 
eyebrow let alone your heart rate. It sadly lacks 
any form of inspiration. 

You make your way around a map searching 
for the next sucker to battle, read a bit of 
uninteresting info on them, 
courtesy of a heavenly 
angel, and then get stuck 
in. As the murder and 
maiming ensues, you’ve 
got to leap over pitfalls and 
watch out for the grumpy guardian who is in 
command of that whole area. 

Simply repeat this gripping process for a 
couple of hours, as you hack and trek through 
the seven stages of this stupidly savage fairy 
tale, and presumably victory will be yours - and 
yet another fantasy kingdom will be saved from 
a bad demon (Is that like a good angel? Ed.) and 
his little minions on the rampage. 


perpetual hope 

By the time I stumbled upon ‘Greed in Temponia’ 
and ‘Deception of Lavaous’ the whole affair 
really was becoming too tedious to see it 
through to the bitter end. And that’s a bad sign 
because I love to beat a game and see the end 
_ i ^ credits where the 

how can you take giant softies say thank you 

snails and ghostly page for buying it and 
three girls seriously? Jf*® 

case of Actraiser 2, 

I reckon a message 

like ‘So long sucker’ would be most appropriate. 

There are bound to be plenty of people who 
disagree, and perhaps you should give it a go. 
Like I said before, Enix has done a fine job with 
the artwork and the sound. The creatures are 
big, imaginative and look a treat, even if some of 
them do border on the ridiculous. Come on folks, 
how can you take giant snails and ghostly page 



Mr Biobby gets a good slicing from the man with wings. 


Yet another totaiiy different pose from the man with wings. 


three girls seriously? The same level of silliness 
is also apparent in the geography. Tortoise 
Island and the Tower of Souls, hmm, I don’t 
think. (Maybe you should take it up. Ed.) 

Japanese video game muso Yuzo Koshiro 
provided the soundtrack. He also did the music 
in the original Actraiser and Sega’s Streets Of 
Rage series too. Why doesn’t Enix follow Square 
Soft’s lead (the people behind Secret Of Mana 
reviewed p 30) and produce an English 
translation of Dragon Quest V? H 



Essentially a deluxe version of 
Capcom’s old hit Super Ghouls W 
Ghosts with an improved look but 
none of the charm. Fans of the 
original will lap it up but Actraiser 2 
is a big snore for the rest us, I’m 
afraid. It’s stunning to 
look at and 
stupefying to 
play, a real 
waste of a 
lot of hard 
work. 


L 





























Our blonde hero faces all kinds of foe without trepidation 






The evil hog of doom is er sitting around and oh stuff 










Jolly goody’ said Ratrick McCarthy when we 


gave him Young Merhn 


I really love fishing 


games.’ He thought we said ^marlin.’ It was 
another ^hilarious misunderstanding’ type 
intro if ever we saw one, and we iaughed ’tii 
our winkies ieaked. 


Y B 


Uh oh. Merlin’s protein rich diet takes it’s toll. 



















Y ou are young Merlin, and young 
Merlin is an adolescent with a 
problem - apart from his haircut, his 
clothes and the fact that his acne’s 
so bad he looks like he’s had both 
barrels of a shotgun in the face and he’s going 
to have to spend the rest of his life with a beard. 
You can’t actually see his face that well in this 
version, but I’ve seen the director’s cut, and 
believe me, that boy’s complexion looks like a 
relief map of West Beirut. 

Besides, that’s why everyone grows a beard. 
It’s common knowledge. Either that or they’re 
afraid of women. Especially bearded women. 
(You were going to tell us about his problem... 
Ed.) And with a single bound he was expounding 
upon the plot. 

trooble at’t... er, 
river... 

A bathing fair maiden was drowning in a river, 
the victim of a callous games designer’s use of 
the plot device. Merlin was ‘having a nap’ in the 
bushes nearby and seeing the trouble develop, 
he pulled up his trousers and leapt to her aid. 

Unfortunately, he isn’t exactly Jean-Claude 
van Damme, and he bashed his head on some 
algae or something, was swept away 
downstream and woke to find himself in a pool 
of water. (The maiden drowned, cursing her 
decision ever to get involved with the software 
industry). (No she didn’t. Ed.) These harrowing 
events are encapsulated in possibly one of the 
shortest introduction sequences ever seen. And 
mercifully so, it has to be said. Apart from 
reviewers, who have to, does anyone ever watch 
those things? Anyway, the world in which he 
finds himself is magical. This, as we all know, is 



an excuse to get away with illogical happenings 
and give your enemies sickeningly cute names. 
Let’s recite a few of them and vomit copiously at 
the end, shall we?: Meanies; Oinkmers; Shroom 
Goons... (sound of fast food hitting buckets). You 
could probably fill the plot in yourself: an evil 
Shadow King is destroying the land, you’ve got 
to save it, blah blah blah. 


ooh, aah, I lost my bra 

Graphically, it’s fairly good. The visual appeal of 
a game is a subjective thing - we’ve all seen 
games praised to high heaven by someone 
who’s obviously a colour-blind moron (or worse, 
someone who like the 
covers of 99p science 
fiction novels) - but 
overall, although 
everything’s big and 
colourful, it doesn’t match 
Zelda, Secret of Mana 
and the like. There just 
Isn’t the kind of all- 
pervading atmosphere 
that jumps out at you the 
minute that you plug the likes of Zelda in for the 
first time (that ‘stormy night’ bit still wows 
people who haven’t seen it before). 

One thing that bugs me about the graphics is 
the screen scrolling: it doesn’t actually keep up 
with the character; it’s not too bad if you’re 
walking from side to side, but if you’re walking 
south you find yourself right at the bottom of the 
screen. You have to stop walking to allow the 


screen to ‘catch up.’ There are so few basts 
around that this doesn’t matter most of the time, 
but if you’re in something like the mines, or the 
maze, where things attack you all the time, it 
gets pretty annoying. If you’re doing something 
that involves moving fast, it spoils the game 
completely. 

For example, in the mine cart section, you’re 
riding about in a cart on rails which are 
damaged, and which interlink in a complicated 
way; you have to pick your route and avoid 
damaged rails by leaning one way or another. 
Mostly you can’t see far enough ahead to react. 
Heading south, you literally can’t see more than 
one cart’s length ahead of you. The Greeks have 
a word for it, as 
Annabella Lu Win used 
to say. 

The spot sound 
effects are okay, but 
the music is tinny, 
insipid and really rather 
annoying after a while. 
It certainly doesn’t 
make you feel like 
you’re engaged in 
heroic deeds - it’s more like you’re trapped in a 
trailer for Eurodisney. Still, you can switch it off. 

I left my knickers in 
my boyfriend’s car 

We’ve established that the game is cute. This 
doesn’t mean that it’s necessarily aimed at 
‘younger players’ (you know, those vile little gits 


gpeat wizards down the ages 

the wizard of the dribbie 

Despite being 108 years old. Sir Stanley Matterson certainly knew his football. It was the 
one covered in saliva - Sir Stanley had a stroke when he was 89, and didn’t stop dribbling 
until his death. 

wizzard 

Despite coming from some god-forsaken place in the Midlands, young Roy Wood was allowed to 
live, and unfortunately he went on to make several pop songs. 

the pinbali wizard 

Despite being deaf, dumb and blind, young Tommy Timkins battled against the fates and ended 
up running a successful body-piercing establishment, specialising in - (I think we’ve heard 
enough. Ed.) 


It certainly doesn’t 
make you feel like 
you’re engaged in 
heroic deeds - it’s 
more iike you’re 
trapped in a traiier for 
Eurodisney. ” 


Luckily Merlin finds an escape route in the dungeon. 
































Merlin re-enacts the famous ‘Little John’ scene from Robin Hood... badly. 



Unabashed, Merlin re-enacts the famous ‘huff and puff’ scene from the three pigs. 


who are better at computer games than you). 
There is, however, a distinct lack of words in the 
game: conversations with other characters in the 
game consist of a series of drawings popping up 
in speech bubbles. 

I know the standard of literacy in this country 
is falling, but I don’t think we’ve yet become a 
totally verbal society and I find this contrived 
and rather tiresome. It ties in with the idea Virgin 
are trying to push that it’s an RPG for people 
who don’t like them, but it’s good gameplay that 
wins the unconverted round, not tricksiness. 

more comparisons 

Sorry to keep wittering on about other games, 
but you can’t review these things in isolation. 
One of the differences between this and Zelda, 
is that in Zelda you’ll get a weapon or some kind 
of power-up and, although you know it will 
almost certainly be used to defeat a boss in that 
particular dungeon, you also know there will be 
other uses for It. 

You can experiment with it on other things, 
usually to helpful or entertaining effect. In Young 
Merlin, you get a weapon or power-up and it will 
be the thing you need to help you past one set 
problem and it won’t work on anything else. 

The balloon is a good example: you get it early 
on in the game, and it enables you to climb 
broken ladders In the mines. But If you try to use 
it anywhere else - for example to float over 
something hostile but low to the ground, you 
won’t be able to. Nothing happens at all. This 
approach is typical of everything in the game. 

passwords-r-us 

Rather than being an open-ended RPG, it’s more 
of a linear series of problems that have to be 


oup hero 

Not many people realise that Merlin was the 
founder member of Hydrocephalus Sufferers 
Anonymous, but this screenshot shows why. 
(To this day, the association is called Merlin. 
And you thought all they did was sell 
telephones to Betty Blue-fanciers.) Despite 
the almost Kid Jensen-like haircut, he Isn’t a 
late 70’s disk-jockey. Neither Is he 
particularly ‘hard.’ In fact, he’d probably 
come third In a fight between himself, 

Russell Grant and Dale from Supermarket 
Sweep. (Which Is, incidentally, the finest 


solved. You wander about the same area until 
you’ve worked out what it is you have to do; 
once you’ve done it you find yourself confronted 
with another problem and another single 
solution. I know all RPGs have problems to 
solve, but most give you other things to be 
getting on with while you’re stuck with one. This 
Is also where the save game feature becomes a 
pain, too. 

You can’t save the game whenever you feel 
like it, and start again with everything you’ve 
gained in the meantime (like Zelda) or with all the 
major things you’ve collected (like Soul Blazer). 
You have to wait until the computer decides 
you’ve reached a save point - Items aren’t saved 
for you if you quit and you can’t choose your 
restart points. 

There’s just the series of passwords that 
appear when you’ve completed a set task. 
Admittedly, they’re the least tiresome set of 
passwords I’ve used, consisting as they do of a 
number of different button presses rather than 
the kind of short stories in Martian that you get 
in games like Mystical Ninja, but it’s scant 
consolation. 


and another thing 

The constant trekking back to the pond to throw 
another pile of junk in to the lake isn’t just 
environmentally unfriendly. It’s tedious. If it 
wasn’t for the faults in the land and trees 
sticking out all over the shop it would be a 
matter of seconds before you got back (it’s only 
about ten yards away in a straight line). 

The use of these irritants to hamper your 
progress is the easiest kind of game padding 
there is. Take the underground sections: the bits 
in the Death Mountain in Zelda seem at first to 



Merlin’s ineptitude leads to him being ejected from RADA. 


be a maze of passageways leading all over the 
place for no real reason, but there is a point to 
them; for a start there are two pieces of heart in 
there. You can finish the game without them, but 
when you find them you feel really pleased for 
persevering. In Young Merlin, the underground 
bits have a few little bits that branch off, but 
they’re almost all dead ends, which gets very 
annoying - there’s only a couple of places you 
can actually go, but rather than make incorrect 
routes possible, the designers haven’t really 
bothered. 

Heinz pasta 
dinosaurs with mini¬ 
meat boulders 

The finest food in the land. Mmm, it’s good. 
(Sorry about that, this review has been 
sponsored). 

Generally, after giving something a bit of a 
slagging, it’s traditional to say, ‘don’t get me 
wrong, it’s not as bad as it sounds, it’s just that 
with so many other better things around it’s hard 
to be enthusiastic about this one,’ and give it 85. 
Alright, then: Don’t get me wrong, it’s not as bad 
as it sounds, It’s just that with so many other 
better things around it’s hard to be enthusiastic 
about this one. 6 



one. 


I know, I know, I lied about the 
score. It isn’t that this is a bad 
game, but it is very iinear, and 
rather annoying at times. There’s 
plenty to do, too - it’s just that 
with Zelda, Soul Blazer, Mystical 
Ninja and (sigh) Secret 
of Mana around, 
it’s very 

difficuit to get ^ 

excited W/ 

about this m 



















Merlin recoils from the sight of a river of red wool. 


During the course of the game you’ll find 
three large beer jugs which will be very 
useful to you Indeed (so don’t smash them 
over your head while bellowing rugby songs 
like Trenton does). These ponds with the 
little signs next to them are an open 
invitation to fill your jug full of the foaming, 
micro-organism riddled brew within. 

You can then carry the thing around in 
your pocket (to get It nice and warm) and 
consume it at a later date, at which point It 
may whack your vitality back up to the max, 
render you temporarily invulnerable, or 
make you irrisistably attractive to the female 
pygmy hippo. (Be careful how you use that 
last one In a disco). 


Merlin’s new lighting system came from Habitat. 


'Up above the streets and the houses, Rainbow flying. 


As Merlin phoned his friend the tree dreamt of a Filofax. 


Thorpe colliery is reopened as a theme park, oh dear. 


Formerly known simply as Lady, before she 
began to be confused with several million 
half-labrador-half-collie-crosses, and later to 
be known as The Old Bag of the Lake after 
she gave up her step aerobics exercises, we 
seem to have caught her at an In-between 
phase of her life. 

Judging from the size of the ‘lake,’ she, 
like Merlin, is still growing up and perhaps 
should more correctly be known as the Pre- 
Pubescent of the Pond. Anyway, she helps 
Merlin out by throwing stuff back at him after 
he throws stuff at her. (Technical, or what?) 


‘Argh!” Wailed the caption writer and died. 

















Tim Norris has a 
recurring nightmare that 
one day he’li have to be 
charitabie to a bad game. 
That’ii never happen in 
this mag though... uh oh, 
heeere’s Ciiffhanger. 

uch has been written on the 
subject of beating about the bush. 
Oh, yes. If there’s one thing likely 
to have prompted magazine 
editors throughout the ages to set 
pen to paper, fingers to typewriter or, latterly, to 
power up their word processors, to compose the 
most viciously worded memos, its the matter of 



Despite Clive’s fearsome stance, the robbers approach. 


pontification, verbosity, and generally not getting 
to the point. Nothing is more likely to get their 
goat than writers prevaricating endlessly and 
never saying what it is they set out to say. 

With that in mind, I really ought to get down to 
business, didn’t I? Ciiffhanger (licensed from the 
film of the same name starring Sylvester 
Stallone) is a scrolling beat ’em up in the style of 
Streets Of Rage. It’s well drawn, well animated, 
well programmed and contains no gameplay 
whatsoever. Indeed, playing it was possibly the 
most tedious experience of my life so far. Well, 
there was that time when... no, on second 
thoughts, even that wasn’t as dull as Ciiffhanger. 

bordering on faith 

Allow me a small diversion, would you? When 
people ask me where I live, I sometimes say, in a 
bright cheery voice, that I live In Hope. It’s 
disgusting, I know, but these days I just seem to 
have an appallingly optimistic view of the world. I 
hope for all manner of things, most of them 
sickeningly twee and liberal, but all very positive, 
nonetheless. When I think of video games I 
hope, for instance, that one day someone Is 
going to release a film licence that’s actually any 
good. I should point out at this point that as well 
as living in Hope, I’ve also got a weekend 
cottage in A Dream World. 

For heaven’s sake, what is it about film 
licences that means they’re almost always 
dreadful? When they go through the Big 
Checklist before the release of the game, they 
put big ticks In the boxes for graphics, 
animation, sound, music and general 




Uh oh. Sly’s attempts at whittling are foiled again. 


programming competence. Then there’s a 
moment’s doubt when they get to the box for 
gameplay. They look at one another and shrug. 
What are they going to do? They’ve not had time 
to put the gameplay in. Then someone says ‘It’s 
okay, it’s a film licence, that’s a reasonable 
substitute for gameplay,’ and It’s smiles and 
champagne all round and another load of old 
tosh is released to a waiting world. 

It’s hard to be fair to Ciiffhanger. It contains 
everything you could possibly want from a 
decent video game except a game. If only it were 
actually crap, I could rant on for hours about the 
shoddy design and clumsy animation and all the 
things that were wrong with it. But, apart from 
the fact that it’s an exceptionally tedious waste 
of everyone’s very valuable time, there isn’t 
really anything ‘wrong’ with it, as such. Oh, the 


























‘Funny place for a toilet.” Said Sly hiking up his pants. 


music’s dreadful, but then game music almost 
always is and I’ve promised myself that I’m not 
going to get worked up by it any more. 

Games are funny things. It’s almost Impossible 
to say what makes a good one, but surely 
everyone can spot a bad one from several miles 
away. I can’t believe that everyone who saw 
Cliffhanger didn’t 
think, even if only 
briefly. This really isn’t 
a very good game.’ 

When they wrote the 
script, someone must 
have thought ‘A 
scrolling beat ’em up 
really Isn’t a very good 
idea for a game about 
one of the top action films of 1993.’ When 
successive test versions of the software were 
put up for scrutiny by Those Who Know, at least 
one of them must have thought ‘But all you do 
is walk, sometimes climb, through a snowy 
world kicking and punching people - that’s not 
very interesting. Perhaps we ought not to 
release this one.’ 

Now, I understand the dynamics of these 
things, and I know that a game reaches a point 
where so much money has been spent on It that 
it has to be released no matter how awful it is. 


But when everyone can see that the whole idea - 
a game where all that happens from beginning to 
end is that the central character moves from left 
to right hitting people - is dreary, dull and 
generally dreadful, I can’t understand how the 
project ever gets approved in the first place. It 
should have been abandoned long before it 
passed the publishing 
point of no return. 

Now, some bright 
spark in the games 
industry is going to say, 
‘Well what would you 
have done, clever 
trousers? Film licences 
are incredibly difficult 
things, you know. I bet 
you couldn’t do any better.’ And they’d be right, I 
couldn’t. The thing is, though, that no one seems 
to be able to do any better and it rather makes 
one wonder why they continue to bother. If it’s 
so difficult to make a good film licence, then just 
stop trying. Perhaps that ought to be my new 
hope, that rather than trying to produce a decent 
film licence, the software houses should just 
stop buying film licences altogether. 

So, anyway. In the Big Scheme Of Things, it 
isn’t especially significant that Cliffhanger isn’t a 
good game. There are many more things that we 


I should point out at 
this point that as weii 
as iiving in Hope, I’ve 
also got a weekend 
cottage in A Dream 
Worid. ” 



Despite the gunman Sly still manages to spell SEX. 



Run Sly, run like a man with a yery long left leg. 


can, and should, be worried about. And, since I 
was lucky enough to be able to play a copy of 
the game that someone else bought, and you’ve 
had the good sense to read a review before you 
wasted your own money, we’ve neither of us lost 
out. But it’s still terribly depressing, don’t you 
think? With all that imagination, talent and 
knowledge, the best they could come up with 
when presented with a really top licence was 
Streets Of Rage On Ice. If I were a less charitable 
individual, I might think that the whole thing was 
just a cynical attempt to exploit the market by 
releasing a dull game under an exciting name. 

I’m off to the estate agents now. It’s all very 
well living In Hope, but it can be a little 
disappointing sometimes. I hear that property 
prices in A World Of My Own are quite 
favourable at the moment so I might try living 
there for a bit until things improve. ■ 



If scrolling beat ’em ups are your 
thing, then seek help at once. But 
even if they’re the genre of your 
dreams, please don’t buy this one 
- it’ll only encourage them. We 
don’t like telling you about these 
games and being so 
down, but not as 
much as you if 

you’d spent ^ 

good money W/ 

on it. m { \ [ \ 
































Zoo! may or may not be 
an ant, but he’s certainly 
a bit of a pain in the 
platforms. Tim Tucker 
takes apart the legend 
and tells it like it is. 






and the ftke. 


T here’s one thing that, without 

exception, plays a vital role in any 
success story, and that’s luck. 
Obviously it’s not entirely down to 
luck, but I contend that everything 
from films and books to CDs and platform 
games, can attribute at least part of their 
success (or indeed failure) to the good Lady 
Fate. It could be that it was released at just the 
right time, or that it ends up a beautiful 
unforeseen synthesis of design, character and 
depth, but somewhere there’ll be something that 
nobody could have planned. With Zoo/ (which, if 
you didn’t know, has already been a phenomenal 
success on the Amiga), it was a mixture of a few 
fortunate things, and some good old fashioned 
hard work. 

Zoo/ on the Amiga came at a time when hard 
core Amiga users were just beginning to feel a 
little sorry for themselves. Some of their mates 
had ultra cool Mega Drives, with super fast 
scrolling hedgehog-orientated platform games. 
Other mates had the unprecedented design and 
playability of Mario’s Super Lands on the SNES. 

It was starting to appear that the Amiga was 
never going to keep up with all these “console” 
games, and they weren’t feeling too happy about 
it. They were losing their identities. The Mega 
Drive had its Sonic, the SNES had its Mario, and 


mSSOKL 


Dropping the rather friendly and helpful caption tone, for 
a minute, this entire level is just dreadful. 

Amiga users had - well, nothing. And then came 
Zoo/. Here was a game which was fast, hell 
nearly as fast as Sonic. It was colourful, too, 
giving a passable impersonation of the super 16- 
bit consoles. But 


And even by the fruit level, they still can’t resist a bit of a 
slippy-slidey slope here and there. Spare us please. 


Yes it’s full of colourful backgrounds and sprites and 
sweets and other sweety sticky fluffy furry things. 


most of all, here was 
a genuine character, 
a ninja from the Nth 
dimension, a sprite 
with attitude. Zoo/ 
was a game to be 
reckoned with, a 

breakthrough for the Amiga and most of all a 
massive marketing potential for Gremlin, the 
game’s publishers. Everything fell into place. 

zooling around 

So that accounts for Zoo/’s great success, but It 
also explains why Zoo/ Is not a very good game. 
To the creators, the reason fOKrthe game’s 
success was the speed, bright graphics and 
characterisation. In porting it over to the SNES, 
then, they’ve obviously decided that to make it 
better they shoukl make It even faster and even 
more colourful j What t^|g^ve come up with Is an 
impressive fe»pf prx?@llPniVnlng ^hH*a 
hopelessly unfrfajgi^e mess. 


The Mega Drive had its 
Sonic, the SNES had its 
Mario, and Amiga users 
had - well, nothing. And 
then came ZaaL ” 


Impressive, because graphically there are a lot 
of great effects (see-through jellies, multi-layer 
parallax and so on), but hopeless because the 
backgrounds are too colourful. It’s obvious that 
the designers have put the 
effort in (this has been re¬ 
designed since the Amiga 
incarnation, obviously to 
take advantage of the 
higher capabilities of the 
SNES), but it ends up as a 
headache-inducing 

monster. It also fails to distinguish effectively 
between background and foreground, leaving 
you open to all sorts of unforeseen attacks. On 
the first level, for example, there’s no chance of 
seeing the licorice allsorts’ shots, because a) 
they’re off the screen when they fire at you a lot 
of the time and, b) they (the st^s) look like part 
of the scenery. ^ S 

The other major flaw is ||fe*eed, couplecMfe^ 
with the horribly flighty n^Rre of Zool himself. A 
jump immediately takes you (jjjiof view of any 
platforms and, because y^^Bid so much time 
■ floating waywardly, gives ■Jtlfo Idea of where 
you’re going to land - far Wo often you end up 
oi>#baddie df"a ^t of spike^H lot of the time 
lyou can’t even judge frorrypqfcus play where 


FIT Pi 







































Now this is highly indicative of the game Zool. Where’s 
the ground? I’m sorry, but I like to get a glimpse of it. 



It’s just been scientifically proved in the office that I’ve 
said everything that can actually be said about Zoo/. 



Which means that I now have no choice but to talk 
complete irrelevant wibble for the rest of the captions. 



you’ll end up. The sense of “being at sea” that 
this engenders is not only frustrating, it’s 
positively NOT FUN. It completely removes the 
feeling of reward that you might have got from 
finishing a level, and leaves you far more with a 
feeling of, well, luck. 

won’t get zooled again 

Zool consists of seven worlds, which read like a 
who’s who of platform themed worlds; Sweet, 
Music, Fruit, Tool, Toy, Fairground and Desert 
Island. Apparently he’s a defender of imagination 
(although you wouldn’t think it to look at the 
game design), and is waging a war against the 
opponents of free thinking, Krool and his side- 
kick Mental Block. Each world consists of four 
levels, which are littered with the usual restart 
points, bonuses and secret areas. Zool kills 
baddies by either jumping on their heads or 
shooting them. His health consists of three red 
bars which decrease as he is hit, but some 
baddies leave red hearts after they die, giving 
Zool the chance to build his health back up to 




TV 






And another thing - how come none of these levels look 
like they’ve been designed by the same person? 


normal during play. Some of the temporary 
power-ups are quite unusual, like the Shadow 
Zool which provides an extra Zool running along 
behind him and effectively doubles the shot 
power. There are also some useful and versatile 
moves, like the mid-air spin which dispatches 
aerial assaults, and the “flip”, a sort of 
somersault off a wall, which looks good but 
for the life of me I couldn’t work out how it 
would be useful. 

Many classic platform elements are in place, 
then, and a few original touches besides, but 
Zool fails horribly in the good old gameplay 
department. The first four levels (which make up 
Sweet World) have got to be the worst designed 
platform levels I’ve ever encountered. There’s 
the horrible slippy-slidy-ness of the slopes, 
which despite its novelty is NEVER fun, there’s 
the tragic lack of orientation, direction and 
achievement, there’s the gameplay affecting 
gaudiness of the backgrounds, it’s just a 
disaster. To top it all, though, there’s the final 
part of Sweet World, where you have to wade 
through syrup for what seems like an eternity. 
While struggling through the gooey mess you 
can’t jump, you have to wait for either an 
occasional floating chocolate log to drift past, or 
slog your way to the end of the section, just 
before you fall off, and jump from there. 

Meanwhile, killer bees can attack you, and you 
can do nothing about It (except shoot your shots 
horizontally and hope for the best). This is not 
challenging. It’s simply unfair. If you don’t make 
the jump at the end of the l evfi|>iyo u plummet 
down to the bottom of the'whole construction 
and have to start wading through syrup all over 
again. I know I’ve wasted two paragraphs 
describing this section, but It is the least fun 
gaming experi^fice I’v^ ever had. Ity/asn’t in the 
Amiga versiot>i' either^® 4nows why 4* 

they put it in here, f ' 


As it happens, the game gets better after this 
dreadful example of game design, but it never 
reaches a satisfactory level of playability. Too 
often luck appears to have pulled you through, 
and the rewards are almost incidental. There’s a 
great danger that all platform games are going 
this way, and that playability will ultimately be 
sacrificed for great looks and super fast 
gameplay, with a cool/cute character to round 
it all off. 

The best way to show your objection to this 
quite worrying trend Is to refuse to buy it, 
and unfortunately, that’s what I’d recommend 
with Zool. ■ 


All the effort here has been 
misdirected. Looks and speed will 
never compensate for good 
gameplay, and unfortunately even 
having a nifty character won’t 
help. This is a platform game 
overloading on the 
joys of being a 
platform game, 

all platform, ^ 

no game and m/ j 

not my idea mj , j 

of fun. m / / 
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Tim Norris has gone off at 
a tangent but I’m sure 
he’ll be back after he’s 
finished piaying TS - 
Judgement Day. 

W hat is this, some kind of bizarre 
West Country torture? Has our 
ed, dispirited as he is by Bristol 
Rovers’ perpetual lack of 
success, got it in for me in some 
way? The only games I ever get to review for GZ 
seem to be film licences. And this is another one. 
Of them. 

T2 was inspired by the recent hit movie. Fried 
Green Tomatoes At The Whistle Stop Cafe. You 
play the part of Ninny Threadgoode (as played 
magnificently in the movie by Jessica Tandy) and 
you have to tell Evelyn Couch (Kathy Bates) a 
series of entertaining tales about two female 


friends in the ‘20s and ‘30s. The aim is to 
captivate Evelyn with your yarns and win her 
friendship. Or is it? No, of course it isn’t. Don’t 
be stupid. 

It’s based on Terminator 2 - Judgement Day, 
obviously. You’re The Terminator and you have 
to protect John Connor from the evil T1000 by 
the careful study and criticism of French 
Renaissance poetry, paying special attention to 
the works of Francois Rabelais and Guillaume du 
Bartas. Or do you? No, of course you don’t. 

Don’t be stupid. You protect him by killing 
people. Lots of them. 

Actually, even that’s not quite true. Since this 
is a Nintendo game, it’s not actually necessary to 
kill people in order to achieve your alms. Indeed, 
killing people is something you most especially 
can’t do. What you do instead is shoot them in 
the chest with a pump-action shot gun. And 
everyone knows that shooting people like this 
doesn’t kill them, it ‘immobilizes’ them leaving 


them with ‘non-fatal wounds’. At least that’s 
what the too-difficult-to-read red display kept 
telling me whenever I shot anyone. I mean, 
really. Surely this isn’t helping us to become any 
less violent. Surely it’s worse to teach Those 
Who Don’t Know Any Better that shooting 
people leaves them ‘Immobilized with non-fatal 
wounds’ than to portray the horrific and 
sickening reality of blasting holes in them. Surely 
I could rant on for pages about misguided 
censorship and the ill-informed pseudo¬ 
psychology of the Moral Vocality. Surely you’d 
be terribly bored if I did, in which case I ought to 
stop right n... 

future objective 

Since it’s a film licence it must, of course, be 
either a platform game or a scrolling beat ’em 
up. Unless it’s an arcade adventure. Which is 
exactly what it is. You have a series of objectives 
which are spelled out in that too-difficult-to-read 
red style just like In the Terminator movies. You 
start at the truck stop - The Corral - and first you 
must get weapons, Connor’s address, and two 
‘future objects’. These latter are represented by 
Terminator heads although, in true GZ style, I 
wasn’t actually supplied with instructions so I’m 
not sure I understand quite what was going on 
there. I know it seemed jolly important, though, 
so I just picked them up and hoped for the best. 
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What little I could make out of the near- 
unreadable red messages seemed encouraging 
so I presumed I was on the right lines. 

The ‘searching lots of interconnected rooms’ 
format makes a nice change from the ‘jumping 
from platform to platform’ style of most film 
licences and it nearly manages to capture some 
of the atmosphere of the movie - even the Arnie 
character looks a little bit like a proper 
Terminator most of the time. You begin unarmed 
and are forced to make your way in the world by 
punching nasty people 
jolly hard in the face 
(although It takes a few 
more thumps than you’d 
have expected to 
‘immobilize’ them, what 
with you being this 
unfeasibly powerful bio- 
mechanoid killing machine and all). As you 
‘immobilize’ the baddies, they sometimes drop 
their weapons and you can pick up pistols and 
shot guns which are much more fun. 

The pistol is, of course, a little weedy and he 
looks like a bit of a chump when he runs holding 
it - what with having to hold his arm out in that 
improbable way - but swapping between guns is 
quite impressive. 

There’s a little delay while he puts the shot 
gun away and reaches Into his jacket for the 
pistol - uncharacteristically realistic for an 
arcade-type game - and the use of the shot gun 


itself is quite nifty. Between shots, the gun has 
to be cocked in that shot gun-like way and it all 
looks terribly butch. It’s just a pity that 
everything else is so bizarrely implausible. I 
know It’s important to have loads of baddies in 
these things or they become too easy, but there 
are more evil, heavily beweaponed bikers in the 
first level than could actually exist anywhere in 
the world. You ‘immobilize’ one and fifty more 
spring up to take his place. 

They have more guns and knives than the 

entire US armed forces 
and after a while it all 
gets a little wearing. For 
pants’ sake, don’t these 
guys ever give up? And 
what about those 
Harley Davidsons? 

Their stability is 
renowned, but would they really carry on in a 
straight line when their riders had been 
‘immobilized’? No, of course they wouldn’t. 

Don’t be stupid. 

It all adds up to a bit of a mish-mash, really. 
There are some neat little bits of realism thrown 
in for entertainment value - the shot gun is 
cocked between shots, it swaps realistically 
from shot gun to pistol, you can shoot some of 
the scenery - but so what? There’s enough 
nonsense - the Harleys that keep going after 
their riders have been shot, the fact that no one 
actually dies from the horrific gun shot wounds 



What do you mean, “Gottle a gear”? 


which you inflict on them, the never-ending 
supply of well-armed motorcycle thugs - that 
realism soon ceases to worry you. 

In the end it’s just another shooty adventure 
thing that will sometimes entertain, sometimes 
annoy, but never enthral. You wouldn’t feel you’d 
been cheated if you bought it, but you certainly 
wouldn’t think it was the best 50 quid you’d ever 
spent. Big Arnie fans (which may be read as 
either fans of Big Arnie or fans of Arnie who 
happen to be big, I don’t mind) might not be too 
impressed with the graphics and animation of 
their hero, but they’re probably the ones who’ll 
enjoy this one the most. ■ 


protect John Connor 
from the evil T1000 by 
the careful study and 
criticism of French 
Renaissance poetry. ” 



your ‘special’ guano weapon. 


You are a seagull and it is your job to target Arnie with 


Arnie escapes down the handy wishing well in the headmaster’s study. 


Not the most exciting game you’ll 

ever play, but certainly not the 

worst. It’s a wishy-washy thing to 

say, but it’s a wishy washy kind of 

game, really. The biggest problem 

with it is the £50 price tag. I mean 

you could buy yourself 

some really nice 

trousers with 

that kind of 

money, 

really nice 

ones. 


-They raced wildly up the bell boy’s 






















































“Absolutely the worst ever game to appear on the SNES. To date.” “It’s a beat ’em up with one move. Has everybody got that? One move.” 

last action hero 


Jonathan Nash just 
doesn’t find this sort of 
thing funny any more. 

ue titles: A montage of picturesque 
shots of the Yorkshire Dales. Mix 
through to a field. Enter Compo, 
Foggy, Clegg, Arnie and Leonard 
Nimoy. Compo has badly-planed 
wings strapped to his arms and several large 
rockets tied to his back. He is wearing an 



“There’s a hoodlum with a Molotov cocktail.” 


oversized pair of goggles. 

Foggy: Step lively, that man. 

Compo: Do you think this will ruin the cut of my 
trousers. Norm? I’d hate to think this would be 
ruining the cut of my trousers. 

Clegg: I wouldn’t worry. Nothing could ruin the 
cut of your trousers. 

Compo: That’s true. (To Foggy.) That’s very true. 
Foggy: Now this invention will revolutionise 
personal transport. 

Clegg: I hope it doesn’t go bang. I hate it when 
things go bang. 

Compo: He does. Foggy. Norm hates it when 
things go bang. 

Foggy: Silence in the ranks. (He produces a 
match and lights the rockets. Huge explosion. 
Compo runs across the field ablaze and 
eventually falls down in a greasy huddle.) 

Arnie: Neffer mind, I haf my new compooda 
kame here. 

some furniture 

Aunty Walnwright: Can somebody help me with 
this sideboard? I seem to be having trouble with 
this sideboard. 

Foggy: Don’t just stand there, help the lady with 
her sideboard. 

Clegg: Sideboards frighten me. Whenever I get 


involved with a sideboard, something horrible 
happens. If you don’t mind. I’ll just pass by 
rather than get involved with this sideboard. 
Arnie: Look, do you want to hear about my 
kame or not? It is a seven-leffel scrolling beat 
’em up with a bit in a car, and it is based on that 
film for which I receefed a Lear chet. 

Clegg: Oh look, it’s Eli. 

Ell: How do. (He myopically greets a lamppost, 
just misses the baker’s boy who is carrying a tray 
of jam tarts and walks straight across the road 
and is crushed by an articulated lorry.) 

Arnie: For koodness’ saig. It is a fine family 
kame, because there are no guns. Instead you 
fend off peeble with your fists and your feet. And 
your wits. It is good fun. 

Jonathan (pulling off his Leonard Nimoy mask): 
No it isn’t. 

Arnie: Curses, I am rumpled. 

more furniture 

Jonathan: You very nearly got away with it, 
Arnie, by not sending us a copy for review. But 
you made one fatal mistake. You released the 
game to the shops, so we cleverly went out and 
bought it. 

Arnie: Damp your eyes. 

Clegg: I remember saying to Howard, if there’s 




“Driving along a horizontally-scrolling street in a car.” 



“Another gnawingly awful bit.” 






















































one thing that’s guaranteed to really frighten me, 
it’s an unexpected sideboard. 

Jonathan: You see, Arnie, in the rush to tie up 
the licence you entirely forgot about the cart 
itself, with the result that Last Action Hero is 
absolutely the worst ever game to appear on the 
SNES. To date. 

Arnie: I am undone. 

Jonathan: Things start going wrong with the 
options screen. There isn’t one. This game has 
no options. None. 

Foggy: No, no, you’re doing it all wrong. One 
thing I learned in the jungles of Burma was how 
to move silently while carrying a sideboard. 
Jonathan: From this alarming beginning, things 
develop into pure horror. Just to establish the 
tone of the piece: it’s a beat ’em up with four 
moves - punching, roundhouse kicking, ducking 
and a sort of jumping 
splits kick. The 
roundhouse and 
jumping splits thing are 
too slow to be of any 
use, and the duck 
manoeuvre doesn’t 
actually reduce the size 
of the sprite. So it’s a 
beat ’em up with one 
move. Has everybody got that? One move. 
Aunty Wainwright: It’s a beautiful sideboard. 
Go on, how much would you expect to pay for a 
beautiful sideboard like this? A lot of money. But 
I can let you have it for twenty pounds. 
Jonathan: Now the game starts with one of two 
hoodlums attacking you - either a man with a 
knife or a man with a baseball bat. Each moves 
in exactly the same way, edging forwards and 
lunging for you as soon as you’re in range, and 
each can be dispatched in exactly the same 
way, namely punching them as they appear and 
then following them as they stagger back across 
the screen, punching them again until they fall 



“Fell off the roof? Is he hurt?” 


down. Time passes, and for variety... wait for it... 
both types of hoodlum attack at once. Now 
things get a little difficult here, because it’s 
impossible to get out of the way of the swinging 
bat or plunging knife without a large amount of 
luck. And when you get hit, flashing traditionally 
as you lose some energy, you aren’t... wait for 
it... you aren’t invincible, and so can get beaten 
to a pulp without getting the chance to fight 
back or even run away. 

But, hey, eventually you’ll manage more or 
less accidentally to get the two hoodlums in a 
position where you can hit both of them with one 
punch and so survive the bout. Pity they’re that 
much tougher than you, and that one hit reduces 
your energy bar by about a sixth, but at least 
there’s an energy-replenishing power-up, er, at 
the beginning and end of the level. Which, urn, 
replaces up to, ooh, an 
entire centimetre of your 
originally screen-length 
power bar. 

Now comes the good 
bit. Or at least another 
gnawingly awful bit. If 
you manage to survive 
the dual hoodlum 
attacks, you get to 
face... big pause, lots of suspense... three! of 
them at once. With no chance of getting away 
without incurring major damage. And this is as 
far as everyone bar the most superhumanly 
talented or supernaturally lucky players will get. 
But it’s not worth it, because the following levels 
feature driving along a horizontally-scrolling 
street in a car, where the main attraction is 
jumping over some ramps and then jumping over 
some more ramps, and further beat ’em up 
sections. Except this time there’s a hoodlum 
with a Molotov cocktail, so you can’t even get 
near him. Look, it’s even been programmed 
incompetently. The scrolling routine is obviously 
a bog-standard parallax affair, because it moves 
in two directions even though the action (and I 
use the word with a telling sneer on my lips) only 
comes from the right. So you can give up on the 
fighting and turn around and run back through 
the level for no reason whatever, thus doubling 
the fun quotient of the game. 

Arnie: No, Aunty Vainwright, I don’t want to buy 
any blutty sideports. 

Jonathan: But it isn’t all bad. There Is a good 
side to the game. There’s an excellent punching 
spot effect, and at the very beginning the film 
logo spins into view very nicely indeed. Well 
worth £44.99 of anyone’s money, provided 
they’re mad. This game was not a mistake. After 
sinking what we presume to be a large amount 
of money into buying the licence, and then 



“I can’t find my bobby pin.” 


seeing the finished game, Sony did not pull It but 
instead decided to foist it on the gameplaying 
public. Can you deny this, Arnie? Can you 
explain why no review copies were sent out to 
magazines before the game’s release? Can you 
account for the suspicious simultaneous launch 
in both Britain and America? Could It be so that 
word of mouth didn’t have time to spread? The 
public have a right to know, Arnie. How can you 
justify Last Action Hero'? Eh? Eh? 

(Arnie looks flustered, then snaps and machine- 
guns Foggy, Clegg and Aunty Wainwright The 
sideboard escapes unscathed.) 

Jonathan: Stop evading the question. IS 



Abominable and genuinely 
depressing mess which manages 
to displace Cool World as exhibit 
number one in the ongoing Film 
Licences Should Not Be Bought 
Without Consulting Game 
Designers argument. 

Sony have badly 
damaged their 
reputation 
with a game 
so obviously 
atrocious. 


It’s a beautiful 
sideboard. Go on, how 
much wouid you expect 
to pay for a beautifui 
sideboard iike this? A 
iot of money. ” 
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*lt was a dark, cold, 
winter night. 
Somewhere an owi 
hooted.’ But what the 
jimminy that’s got to 
do with RG Tips and 
that chappy who 
writes it, Danis! 
Rsmbsrton, I’il never 
know. 

Do you like laughing? I know I do. Being 
the cruel heartless lump of flesh that I am, 

I particulary like to laugh at people who 
are really crap at games. You know, the 
one’s who make your Dad’s first go on 
Mario look like an act of gamesplaying 
genius, when it was in fact, complete 
cack.That’s why they turn to these very 
pages every month to help them out of 
their problems, using your wise words of 
advice and tippery. 

But why send in ail those top tips? I’ll 
tell you why, as not only will you have the 
Inability to open your door in the 
forthcoming weeks due to the mountain 
of fan mail that will be wedging it shut, but 
you might also have a chance of winning 
the cart of your choice, as this is awarded 
to the top tips of the month. And a packet 
of biscuits. Send in ail those top tips to: 

PG Tips 
Game Zons 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 
You’ll find all 
yellow SNES 
games in 

Whereas 
your NES 
games are red. 


P.S. The biscuit of the 
month is the ginger 
cream. 





game genie-us 

It’s time again to take a glance at some rather 
selective tips. Selective because you have to 
have a Game Genie cheat cart in order to slap 
these codes in. Remember though, if you send 
in codes of your own then you stand the 
chance of winning yourself the cart of your 
choice. Send them off to: 

Game Genie bit, PG Tips, Game Zone, Bath, 
Avon, BA1 2BW. 

Best of the Best 

828DD409 

Infinite special moves 
D6C36D69 

Start with eight special moves 

74C30FDD 

More strength 

74C30F0D 

More resistance 

74C30F6D 

More reflexes 

D68FAD65 

Almost infinite energy 

Parodius 

3C80D70D 


wwf: royal rumble 

This cheat has rather large SFII overtones, in a 
sort of sent in by Marcus Rowling kind of way. If 
you haven’t got a clue what I’m whittering on 
about, then let me explain. This cheat which 
allows you to wrestle against the same 
character, or have the same character on your 
tag team. To activate this, simply press L on the 
Select Wrestler screen which should stop the 
WWF logo from moving all over the shop. Then 
simultaneously press and hold the L and R 
buttons which make the background start to 
move once more. With these buttons still both 
held down, press Select. Now, you should be 
able to select the same character on the 
selection screen. 

And if that’s not enough, we’ve also got a 
cheat to give your wrestler a secret Super Punch 
type move. Once the ‘legal’ screen has faded 
away, and you press B and Y at the same time 
you should hear a rather unappealing “ugh” 
sound. If you manage to get this, then your 
wrestlers should now have that new move. 

street fighter II - 
turbo 

Yaaaaawn. Not another bloomin’ cheat for that 
game that’s had more revamps than LaToya 

gimme, gimme: 

If anyone is stumped over what they should 
tip for us, some of the followings could do 
with some nice big solutions and playing 
guides please. Really nice big ‘uns. Oo, 
remember that you’ve got more chance of 
winning the free cart if you do a really good 
guide to any of these: Mystical Ninja (SNES), 
Empire Strikes Back (SNES), Sensible 
Soccer (SNES) and Flashback (SNES). And If 
you want to send me any crappy Christmas 
present that you didn’t like I’ll be more than 
happy to accept it. (Don’t beg, it’s pitiful Ed.) 


Infinite lives 
D086A764 

Start new life at speed four 
628BAF64 

Start each new life with a shield 

Alien 3 

EE2637D4 

Slower fuel consumption for flame thrower 
4D3644D1 

Start with lots of rifle clips 
4D3B4F01 

Start with lots of grenade clips 
CD2A44A4 

More ammo In rifle clips 
F0233D64 

More ammo in grenade clips 
3C2844D4 

Infinite ammo for pulse rifles 
3C223D64 

Infinite ammo for grenade launcher 
3C253704 

Infinite ammo for flame thrower 
D4641D60 

Maximum energy from medical kit 
EE6BCD00 

Longer Invulnerability after being hit 


Jackson’s face. But wait, this one’s alright 
actually. And loads of people have sent it in too. 
Better run it then s’pose. To see one of the top 
ending screens, not the usual cacky ones that 
you normally get, press Down, R, Up, L, Y and B 
when that old Capcom logo appears. “Oh not 
that old chestnut,” I hear you cry, “we all know 
that one.” 

Ahh, but I bet you didn’t know that if you put 
the difficulty level to one star, then play to the 
end of the game (Oh yeah, sorry forgot to 
mention that bit’s a bit tricky) you’ll get a trouser 
moistening ending that you’d expect to see on 
all those nasty tricky levels that you can’t do 
properly, for simply completing the cack easy 
one. Thanks to the loads of people who sent that 
in and aren’t going to get a mention due to the 
volume of them. Sorry about that. 

super mario world 

Not another bloomin’ Mario cheat. I hate them. 

All of them. They’re like buses, you wait for one 
for ages and then it turns up and you get a lift on 
it. (Eh? Ed.) Ahem, anyway seeing as everyone in 
the entire cosmoverse and their dog has this 
game I thought I’d print this little tippette, which 
I’m sure many of you already know, that has 
been sent in by Joanne Reilly. It’s very simple 
and goes something like this: If you fall off a cliff, 
quickly press Start to pause the game and then 
Select to go back to the main screen. You’ll now 
find you won’t have lost that life. 

star trek: next 
generation 

“Passwords, passwords, whatever can they 
mean?” once sung a youthful John Lennon 
during one of those rare Beatles’ Peel Session 
B-Sides. Actually he didn’t at all, as I just made it 
up ‘cos I thought it’d be rather amusing. Which it 
wasn’t. Oh dear. Anyway that rather nicely brings 
me onto the passwords for that game that we’ve 
got, which look something like this: 


f 58 Y tmtiE ') 






don't gimme, gimme: 

Unfortunately there are those times when 
even I have to be all nasty and horrid, and this 
is one of those times. Fortunately It doesn’t 
involve me removing your Intestines with a 
garden rake, but you ‘obeying’ the following 
commands, ‘cos I don’t want anyone sending 
In the following, or I’ll get Colin Culk onto 
them. So don’t gimme, gimme: 

O Anything to do with Mario whatsoever. Or 
any SFII super turbo mode cheats. Or Zelda. 
Not at thing. Not even a postcard with a 
picture of Chun Li on it or something equally 
sad. No siree. 

O Any cheats without the name of the game 
AND the format It’s on. 


Rank: Ensign. Password - Q 
Rank: Lieutenant. Password - Barclay 
Rank: Lt. Commander. Password -Tomalak 
Rank: Commander. Password - Ro Laren 
Rank: Captain. Password - Locutus 

pocky and rocky 

Can’t say I’ve heard of this game, but Jonathon 
Hatfield obviously has, as he’s sent in a rather 
top tip for it, and a load of other American 
games, top chap. 

If you fancy a level select, and, (adopt 
patronising game show host voice) hey!, who 
wouldn’t, then go to the player select screen and 
press and hold X and Y simultaneously. 

With these buttons still held, press B, B, B, B, 
A, A, A, B, B, B, B, A, B, A, B, A, B, A, B and then 
press Start. If this has been done properly you 
should be presented with a stage select screen, 
which means, erm, you can select your stage. 
Erm.. Hurrah! 


cyber spin 

It’s another one of those wacky American games 
that I haven’t heard of, tipped again by the man 
many call Jonathon Hatfield. This time, if anyone 
actually owns a copy of this, and they fancy like 
skipping a level that they just don’t seem to be 
able to get past, then perhaps some of the 
following password might come in handy: 

Peru - MBC27 - 44111,11111 - 3P121 
Kenya - GYP74 - MGD11,2121K - 4R161 
Spain - NZR78 - MRH11,21211 - 1K179 
America - V7X8K - MTH11, 21211 - 2C189 

super bomberman 

Yeah! Super Bomberman. Top game. Top tips. 
“But who do we have to thank for these top 
tips?’’ I hear you call in unison, well it’s a man 
many call Andy Ayers, which is a bit strange 
really as his real name is Martin Pond. Actually, 
it’s not really I just made that bit up. Anyway 
Andy said that he found the game ‘way too easy’ 
and to prove it he sent in this super assortment 
of tips and things: 

Level 1-2: 0505, Level 1-3: 5543, Level 1-4: 0513, 
Level 1-5: 2525, Level 1-6:1563, Level 1-7: 4582. 

Level 2-1: 7053, Level 2-2: 3002, Level 2-3: 

1045, Level 2-4: 4013, Level 2-5:1025, Level 2-6: 
4062, Level 2-7: 0034. 

Level 3-1: 3452, Level 3-2: 7402, Level 3-3: 
4443, Level 3-4: 7414, Level 3-5: 2423, Level 3-6: 
1462, Level 3-7: 5435. 

Level 4-1: 6154, Level 4-2: 3104, Level 4-3: 


( 

O Unreadable handwriting. 

O Rubbish cheats that are more mouldy than 
a particulary mouldy piece of mould on a 7 
year old mouldy marrow on ‘National 
Mould Day.’ 

O Your Initials. FULL names please or we 
start ‘Inventing’ names, (i.e. M. Jones 
becomes Montgomery Jones, or something 
equally nasty). 

O That Mr Blobby single that you got at 
Christmas because you though it was ‘really 
funny’, but then realised that you were in fact 
incredibly sad and all your ‘mates’ are 
laughing at you. 

O Mr Blobby. 

O Anything other than tips and cheats really. 



fish dude 

I can’t remember If this game is really old, or 
very recent. Don’t really care actually as those 
top chaps who go by the names of Miles and 
Peter Seddon have collected a load of codes for 
it, and I’m sure they’ll be very handy for all you 
herbies out there with the games playing skill of 
a small root vegetable called Thomas. 

Anyway, if you are having probs, then I 
suggest that you try using one of the following 


horribly short codes: 

Level 2-1 - EJ 

Level 2-2 - BZ 

Level 2-3 - UQ 

Level 3-1 - WA 

Level 3-2 - NR 

Level 3-3 - Gl 

Level A-1 - CH 

Level A-2 - ZP 

Level A-3 - LK 

Level B-1 - XV 

Level B-2 - DA 

Level B-3 - MU 

Level C-1 - TY 

Level C-2 - FO 

Level C-3 - SE 



6145, Level 4-4: 3115, Level 4-5: 0124, Level 4-6: 
2162, Level 4-7: 0135. 

Level 5-1: 3254, Level 5-2: 7204, Level 5-3: 
4242, Level 5-4: 7215, Level 5-5: 4224, Level 5-6: 
1264, Level 5-7: 2234. 

Level 6-1:1653, Level 6-2: 3605, Level 6-3: 
0644, Level 6-4: 2612, Level 6-5: 7623, Level 6-6: 
4665 and Level 6-7: 0633. 

To kill the final boss, (Carat Diamond) you must 
use the Power Glove to throw bombs onto his 
egg like floating ship thingy. About five should 
get rid of him. Also if you have a fair amount of 
lives and want to do some mega destruction 
then use the ten seconds at the start of every 
level - game to it’s maximum. 

While Bomberman is flashing, plant a bomb 
and sit on it, while continously pressing the A 
button. As it explodes you will turn into ‘Napalm 
Bomberman’, Now head for the Bad 
Bomberman, but remember this only lasts for ten 
seconds or so. (You can tell when your time is 
nearly up as Bomberman will flash quicker.) This 
does not work in Battle Mode unfortunately. 
Thanks also to the rather bizarrely named Lewis 
Scroggs for that. 

battletoads in 
battlemaniacs 

Not an amazingly useful cheat this but it’s a darn 
sight better than some poncey sound test. Or a 
kick in the groin. It allows you to start with an 
extra two lives, bringing the total up to five 
instead of the stingy three lives that you’re 
normally given. 

To do this, wait until the title screen appears, 
then simultaneously press A, B, Down and Start. 
If you have done this correctly then the screen 
should flash red. The game should now be a 
teensy bit easier then it was last time. Sort of. 

fatal fury 

Here’s a couple of top tips from Mark Taylor, for 
this top-ish game. The first one is for if you are 
bored with same old fighters. Hey! Aren’t we all? 
If you are then go to the “Street Fight” mode, 
then let player one choose one or two players. 
Now press down on the second control pad. As 
if by magic, you should have some more 
characters revealed to you. Spoooook! 

The second cheat allows you to select 
which boss you want to fight with. ’Tis is pretty 
darn easy to activate as all you have to do is 
press Down on the second controller and the 
second player should become one of the 
bosses. There, nothing to it. Or is there? (Cue 
evil maniacal laugh.) 


tuff e nuff 

“If you have completed this game over and over 
again with the same characters,” writes Mark 
Taylor, “then here is a cheat that will come in 
handy.” To activate this wonderous device, I 
suggest you listen to Mark’s wise words of 
wisdom, which go something like this: 

When on the mode screen, press Left three 
times. Right three times and then Left seven 
times. If this has be done correctly you should 
hear an explosion. You should now be able to 
choose any of the bosses as a normal character, 
which, as Mark so wonderfully puts it, will give 
you “even more hours of game playing fun”. 

yoshi’s cookie 

Blimey! Yet another tip, from tipster Jonathon 
Hatfield. And this time it’s for a game I’ve 
actually heard of! Spook! Actually it’s two tips for 
this rather strange puzzler, and the first one 
enables you to activate a round select. 

To do this, put the Speed to High, and the 
Round to 10. Now turn the music off. Then, using 
the second controller, press L, R, Select and 
Start at exactly the same time. If you have done 
this correctly you should hear a voice shout 
“Yoshi”. You will now be able to choose any 
round you want to play on, right up to the final 
level, 99. 

The second tip is one of those rather crap 
cheats that unless you’re completely amazing at 
this game you won’t really want to use. And if 
you are completely amazing at games, then why 
are you reading this page? 

Anyway this allows you to make the computer 
harder to beat. Great eh? To do this set the 
mode to COM and press L, R, X and Start at the 
same time. Again you should hear “Yoshi” if this 
has worked properly. Now start the game and if 
the cheat has worked you will notice that 
computer opponent has changed to a different 
colur, indicating that he is more challenging. 

twonk of the month 

Do you live in Essex and know someone by 
the name of Keith Dartly? Because if you 
do, next time you see him have a jolly good 
laugh at him as he’s the winner of an 
occasional series, twonk of the month. If 
you’re gagging to know what Keith did to 
deserve this, then read on. 

He sent in around four pages ripped out 
of a fellow Nintendo magazine’s tips pages 
on Mortal Kombat. He then expected us to 
print them and give him a prize. Oh dear. 

That Is why he Is the deserved winner of 
this coverted prize. M 
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lawnmower 
man tips 

OP one man went to mow, went to mow in 
VR, one man and his dog called Jobe... 


A t the very start of the game don’t 
shoot the first enemy to appear on 
screen which is the Gold Money. 
Avoid being hit by him and as he 
leaps into the air he will leave behind 
a bevvy of pick ups. Which is good for you 
both really. 

Always use the Bit Stream gun sparingly and 
only ever use it against the larger enemies such 
as the helicopter or cars. Smaller enemies 
usually manage to fire at you before the Bit 
Stream weapon has been activated, so It’s a 
waste of time and DANGEROUS. 

Search, seacrh and seacrh some more for 
hidden computer terminals. There are 10 in ail 
throughout the game and they must all be found 
if you want to complete 100% of the game. 
Besides when you destroy each one of them 
they will all cough hordes of goodies - including 
that a rather wonderful free life. 

When tackling the Virtula Worlds, fly Into the 
EXIT signs at the end of each world in order to 
get yourself a multiplier when you emerge from 
a portal. 

Never, ever, in a million years stop during the 
Virtual Wars. If you keep moving the Battle 
Chimps will not be able to home In on you. Stand 
still and they’ll kill you dead In seconds. 

To get some extra pick ups on level one, fly 
and land the helicopter safely (oh thanks, good 
tip) and then destroy it. More pick ups are then 
yours for the taking (sorry, didn’t mean to jump 
the gun). 

At the end of Suburbia level, level one, the 
best eway to deal with Father McKeen - he’s the 
bloke on fire, you can’t miss him - is to only 
shoot at him when he has landed and fired at 
you. If you kneel down, he can’t hit you and you 
can get off several shots. 

On level three, which is the VSI Warehouse, 
you’re bound to bump into a huge automated 
laser turret. To kill it, run up behind It when it is 
up in the air and then blast it from behind. Which 
isn’t very sporting, but after all this isn’t Virtual 
Soccer is it? 

During the shoot out with Jobe In Virtual 
Reality, which is level four keep moving around 
the edge and then diagonally across the screen. 
This is the best pattern for avoiding his shots, 
and if you stay still he will home in on you. 

On level 7, The Shop level, you meet the 
game’s most annoying character Les the 
research assistant (smatterings of Vic and Bob 
and their chive hating assisstant if you ask me). 
He’s the one with the circular protection shield. 

To beat him, charge up your Bit Stream gun, 
wait until his shield temporarily disappears (a 
split-second before he shoots at you) and let rip 


while deftly jumping up to avoid the imminent 
danger that is his return blast. 

cheat codes 

access cheat code: 

Go Into the first level and then pause the game. 
Then type B, R, A, SELECT, SELECT, Y, A, B, Y, 
A, B. 

Then unpause the game. 

THEN 

access menu 
Pause the game again 
Then type A, L, L. 

Unpause the game and you will be presented 
with the menu screen. Hurrah. 


for infinite iives 

Pause the game 

Then type R, A, SELECT, Y. 

Unpause the game, and you’ll live forever -■ or 
atleast keep coming back. 

free trip through the 
Virtuai Worids 

Pause the game whilst in the Virtual World 
The type A 

Unpause the game and you’ll transported to the 
exit of the world. H 
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Fast-paced thumb- 
numbing action features 
prominently in this classic 
arcade shoot 'em up. Save 
mankind from an invasion 
of killer ballons - power- 
ups, exotic locations, 
wandering baddies, and 
wave after wave of 
murderous inflatables. 


Name; 


Town:- 

Street:___ 

Age:_ Your Machine:- 

Every month we will pick out winners who will receive great prizes 
(t-shirts, clocks etc.). The decision of the judge is final. 


A heady mix of action, 
adventure and prehistoric 
nasties combine in this 
excellent sequel to 
Adventure Island. 
Features some weird 
and wonderful pick ups, 
and a whole gang of 
helpful dinosaurs to 
befriend and use. 


When you put the raised coloured letters in the correct order, you will 
find a wellknown SNES title from „Hudson Soft“, which can be played 
by up 4 people at the same time. 


One of the history s most 


popular and enduring cartoon 


[ characters take on the cream 
of the world's super villains in 
this brilliantly varied action 
adventure. Boasting sections 
SI on land, sea and air, and a 
whole Magic Bag of different 
tricks - Felix The Cat has 
playability by the pawful. 


Competition Coupon 
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Oh look it’s a shadow, RUN! Now that’s not a good 
playing tip for Shadlowrun. Them words below, they’re 
good Shadowrun tips, they were written by the 
programmers. 


the year is 2050: 
setting the scene 

T he opening cinema shows an attempt 
on our main character’s life by a street 
gang. Before the morticians can arrive, 
a mystery character, appears and 
casts a healing spell on you. 

Jake wakes in the morgue disorientated, 
confused... unaware of your surroundings or 
how you got there... you are unable to piece 
together the events got you into this situation. 

morgue 

Examine the slab you got off. Pick up and 
examine the TORN PAPER which falls from the 
slab. It reads Warehouse 5. This indirectly hints 
that something important is located in 
Warehouse 5. When you find other clues on the 
memo etc, they can be indirectly tied to Matrix 
Systems. This is not vital to the game and 
doesn’t really provide a strong clue to anything - 
so Ignore it. 

Pick up the SCALPEL lying on the middle 
instrument table. Open the fridge door on the 
right and pick up the SLAP PATCH. Open the 
door to the office. The two morgue attendants 
will run screaming into the closet at the sight of 
one of their 
‘customers’ getting 
up and walking 
around. Leave the 
morgue and walk 
out onto the street. 


town square 

Talk to the punk who runs up to you outside the 
morgue. He will provide you with the HITMEN 
and FIREARMS keywords. You will learn that 
some HITMEN tried to dispose of you and they 
may still be after you. 

Walk to the town square and open the gate at 
the top right corner. This will free the DOGGIE 
who will drop a DOG COLLAR. Pick this up. It is 
part of a Talisman for a spell and is also one of 
the three items you must collect in order for the 
dog to awaken your magical ability. 

Walk to the left of the screen in the direction 
the punk was running. Follow the punk down the 
steps into the alleyway. 

dark alley 

There is an Ore in the alleyway who kills the 
punk and then turns his attention to you. Lying 
next to the punk’s body is his gun. Pick up the 
Beretta and USE it from your WEAPONS MENU. 
You will now be able to shoot back to the Ore. 

Once you have defeated the Ore examine his 
body and you will find a LEATHER JACKET. Pick 
up and use the LEATHER JACKET from your 
ARMOUR MENU. It provides a limited form of 
armour. 

Continue following the alley until you get to 
the end. You will see some strange eyes. Talk to 
the DOG who will become your friend. This gives 
you the DOG keyword. 

Leave the alleyway and walk back to the town 
square. Walk down and to the right then exit this 
screen from the bottom right hand corner. On 




the subsequent screen you should enter the 
building on the left, next to the monorail station. 

NB: If you EXAMINE the BILLBOARD you will 
see the MONORAIL STATION is closed for 
repairs. The station is closed until you reach 
Chapter 2. After completing the Caryard you can 
move freely between Chapters 1,2 and 3. 

agent’s office 

In the building go to the room directly opposite 
the door you came in. This is the office of your 
agent/fixer. He is dead. Examine him and find a 
KEY to your APARTMENT. Pick up the MEMO 
lying on the paper tray and examine it. It clues 
Jake that he was supposed to go on a courier 
run for a company called Matrix Systems 

The other room of 
the building is a 
random combat room, 
you should only go In 
there if you have 
enough health and if 
you can be bothered 
to shoot It out in order 
to get some cash, 
karma and stats. 

Walk out of the 
agent’s apartment 
building and towards the MONORAIL STATION 
and Exit this screen via the alleyway at the top of 
the screen. On the next screen enter the 
building, this is your apartment building. 

Go to the third door on the right. It is labelled 
APARTMENT 6. If you examine the key from the 
agent ID reads ‘6’. To get into your apartment 
you must first unlock the door by USEing the 
KEY on the door. 

Once you have done this the door will remain 
unlocked for the rest of the game. 

Jake’s apartment 

Go into the apartment and pick up the SHADES 
on the side table, then pick up the RIPPED NOTE 
on the desk and open the filing cabinet and 
EXAMINE it to find some Nuyen. EXAMINING 
the RIPPED NOTE gives you Sassle’s 
phone number. 

You can USE the bed in your apartment to 
heal yourself and to spend your KARMA points 
on increasing your stats. Most importantly, 
USEing the bed also allows you to save the 
game. After SAVEing return to the town square 
and proceed left... 

NB: You can go to the room next door and 
take part in random combat and then return to 
your apartment to rest and heal yourself In the 
bed. This is a good but slow way of building up 
your Karma and Improving your stats early on in 
the game. 

random combat room 
and glutman’s office 

In one of the random combat rooms in the white 
building opposite the dark alley there is a 
Meteoric Iron Paperweight. Pick this up as it is a 
Talisman for a spell. It Is in the room next to the 
Glutman’s office. 

In the Glutman’s 
office you have to 
collect the 
Cyberdeck off of the 
desk. If you try to use 
the deck on the 
computer at this 
stage you will get a 
message that tells 
you that your 
Datajack is broken. 





























grim reaper bar 

Go to the Grim Reaper bar at the top of the 
street. Talk to the bartender. He will recognise 
you as a regular and give you a free drink. If you 
ask him about HITMEN he will give you the 
SHADOWRUNNERS keyword. Talking to the 
retired Street Doc standing next to the bar on 
the right gives Jake the HEAL keyword on his 
chat response. If you ask about HEAL he gives 
you the STREET DOC keyword. 

Talking to the barman again after he has given 
you the ICED TEA and asking him about the 
SHADOWRUNNERS gives you the DECKER and 
HIRING keyword. If you ask him about DECKERS 
he gives you the DATAJACK keyword. 

Talk to the guy sitting down across from the 
bar. He isn’t in much of a talking mood. Give him 
your drink. Talk to him again. He will now tell you 
his sob story about how he almost got Marla 
Mercurial tickets from a scapler before the local 
Lone Star wasted him. Grinder (the scalper) was 
carted off by Morgue 
attendants. This 
conversation tells you 
that there are some 
concert tickets in the 
morgue but getting 
them won’t be easy. 
From talking to him 
you get the GRINDER 
and LCNESTAR 
keywords. Jake 
cannot just walk into 
the morgue 

undisguised as the attendants will recognise him 
and flee again. 

Even if they don’t recognise him, they will not 
hand over anything of Grinder’s until they see 
some ID. A Lone Star badge will do the trick. 

fence 

Leave the bar and walk into the first building on 
the street. Enter the last door on the left. Talk to 
the GUY and ask him about LCNESTAR, he will 
offer to sell you a Lone Star badge for 150 
Nuyen. 

Asking about FIREARMS allows you to buy 
GRENADES from him at 100 Nuyen each, up to a 


maximum of 6. The fence can also provide you 
with the HIRING keyword by asking about 
SHADCWRUNNERS and is the only person who 
can give you the NEGCTIATICN keyword by 
asking about HIRING. 

back inside the 
morgue 

Wear the shades the Lone Star badge and walk 
back Into the morgue. The attendants won’t 
recognise you and will gladly hand over 
Grinder’s file and valuables to a law enforcement 
officer. They will unlock the file cabinets but you 
will have to retrieve Grinder’s files for yourself. 
The first filing cabinet contains Grinder’s file, in 
which Jake finds the Tickets. In the second filing 
cabinet you can find Jake’s own file which 
contains his Credisk. This allows you to use the 


phones that are scattered throughout the game. 

You can now use the Credisk on the phone In 
your apartment to call you girlfriend Sassie. She 
will tell you that some guy called Glutman keeps 
calling you and will give you his phone number. 
You should now have the Glutman keyword and 
another phone number. If you call GLUTMAN’s 
number his secretary and ask her about 
GLUTMAN she will tell you that he is out at the 
CAGE nightclub. 

NB: Cnee you have talked to Glutman’s 
secretary whether in person or by phone, you 
will to find Glutman in the Cage nightclub. 

NB: Cnee you put on the shades, they stay 
there for the rest of the game. 

graveyard 

An Indian shaman lies wounded in one of the 
crypts of the graveyard. If you open the crypt 
door using the Scalpel found in the morgue, you 
will be able to use the Slap Patch also found in 
the morgue to heal the Shaman. 

He will be thankful and give Jake a magic 
fetish that can be used in Chapter 3 to gain 
access to the Dark Blade. From this 
conversation Jake gets the SHAMAN and MAGIC 
FETISH keywords. 

You can open the other crypts (the one on the 
right) and open search the coffins for money 
though keep an eye on the wandering spirits. 

the cage 

Go to the Cage nightclub at the very top of the 
area past the graveyard. Give the tickets to the 
bouncer in order to be let in. You can talk to the 
waitress or the barkeep who will confirm that 
Glutman is indeed at the club tonight. 

You can talk to one guy who will talk to you 
about ghouls. Cnee you have talked to this guy, 
you can now hire the Jamaican Street Wizard in 
the Grim Reaper Bar. 

Go to Glutman in the Cage. He will be 
surprised that you are still alive. He will offer to 
hide you. He will whisk you away to a safe place 
where you won’t be found and where you can 
get yourself together, learn some skills and earn 
some money. 

Glutman will also give you a gun if you haven’t 
got one yet. O 

To be continued... 
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This is where you’ll find the teleporter that the 
wounded bloke is after. Quite why you don’t just 
use it yourself and escape the mutant infested 
Jungle is never made clear... but then Conrad is a 
man of honour. 

The teleporter is on an evasive lift. To get it, 
stand on the brown topped platform and then throw 
a stone to the right. The stone will bounce off of 
the ceiling and activate the annoying lift. Hurrah. 


The holocube is the first item you’ll 
find - that’s what the annoying 
bleeping noise is when you wake 
up. Get down here, pick it up, 
select it from your inventory and 
then use it. 

As well as coming dangerously 
close to infringing a few major 
copyrights it also tells you to get to 
New Washington in order to find a 
bloke called Ian. Can’t that many 
Ians there, after all it’s only a city. 




When you’ve got the ID card (in exchange for the 
teleporter from the guy at the top right) work your 
way back here. Then use the key on the card slot 
to activate the door. 


Quite important 
these little babies 
- they replenish 
your shield, 
which saves your 
life - they’re that 
important. Try to 
pop in whenever 
you pass one by. 


Tricky blighter Johnny 
mutant. Drop down (don’t 
jump) to this point then throw 
a rock out over the heads of 
the two guards. 

Being of little brain they 
will follow the sound and at 
least one (occasionally both) 
will be shot by their own 
sentry droid.This should give 
you enough of a chance to 
climb down, couch and shoot 
the other one as he returns. 
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Plug the cartridge you found on the dead mutant in here 
and it will be recharged. Once recharged the light 
bridge can be turned on and you can reach the left hand 
portion of the map. Which is always a good thing, well it 
is when there are things on the left. 


500 spanky new credits are hidden here. There are 
more littered about the place, but this is where you’ll 
find a big enough wad to see you to New Washington. 

So grab the cash and pay the old geezer and get 
whizzed off by the anti-grav’ belt. 


When you first see this gap, it may appear un-jumpable 
that’s because it is. Talk to the old man and he’ll try to 
sell you an anti-grav’ belt for a mere 500 hundred 
credits. When you’ve raised the cash, go back, buy a 
belt and jump... straight to New Washington. 


p[ 


The holocube is there for narrative 
effect. Fetching it activates the remote 
sensor which opens up this door. So 
make sure to get the holocube first. 




Ifsolution 


It’s a mystery why some publishers pay mega-bucks 
for a single movie licence when they could Just cull a 
whole genre and cram all the good bits into a single 
game. Which is probably why we’re tipping Flashback 
and not Home Alone. 


He has the cartridge that 
controls the bridge. Kill him (a 
bit) nick the cart and then 
take it over to the generator 
on the far left. Curiously the 
only reason he has the cart is 
that he stands directly above 
the bridge controller 




Hurl before you leap - as the 
old adage doesn’t go. Yet 
again use the cunning ‘throw 
the rock over the mutant’s 
head, hideously confuse the 
poor little iamb, climb down 
and then shoot him routine. 









































Ian, your friendly neighbourhood 
memory speciatiel, erill ctuok «a seen 
as you stumble into the room. He's 
not dim. The two guanls wfth him will 
open fire the secood you stray onto 
the screen. Get ready to duck and roll 
while shooting* 

The guards ve reasonably easy to 
MU, just keep blasting. Once you’ve 
slain them, wander over and talk to 
Ian. He’ll teH you whafs what, who’e 
who and give you a very weful force 
field. Nice chap. 


To flx the broken lift, jump down 
below the platform, shoot the guard 
and steal the fuse off of him. Go back 
up to the IHt switch, use the fuse and 
you’re in New Washington. 


At-the start note your passcoda down fast, as it eoon fades from the screen. 
Conrad can lamp up and acroaSt which will aUow bim to hit this tricky ftttle 
platformatte. This Is tte first ttsaa auch a jump Is essential, solre prepared to 
spend five t nmu taa of pure frustration - lt*s s bast’. 

Paess and bold Vi press LIFT on the |eypad to start Conrad running and 
then press UP as he reaches the edge of the ptatform. Once he leaps across 
teaep Y pressed^ to help Ipsycimlogically at least) him climb up. Good luck. 


Ids a Who's got 

iyotir - nwnember- 

task one 

catch-y . v: Quite wnat*s in the parcel nobody 
o ff , : ioiowa. And more importantly why do 

r , the poiice want to an»st for thm 
, . ap^ently official^ sanctioned job-? 




The second level is concerned with youi 
raising enough cash to buy some false 
documents, which will enable you to 
enteicas a contestant in a Running Man 
kirm (i|f TV shclwL If y«||j win'youfll b^g^' 
enbu^h ca 3li ^ olyyi|i ticket to[ uartt i^ 
And 4yerv ifri the liilure it see^mU to make 
a buCk a blokes ^t lb work I i 

(Euuuurghhhhhi). __ | || 
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Homing bombs make this bit a little tough. They move rather fast, so get 
that gun out and start blasting. When they’ve been destroyed you’ll find 
a key at the top of the room. 



There’s a bomb here, so don’t get too close. As soon as you 
have climbed the wall, jump straight over the top of the 
bomb. The sensor underneath the bomb will then open the 
door as you drop down from the ledge. 









down the tube station 
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This guard protects one of the two 
keys you need to get through the 
doors below. He’s a simple guy to 
kill though, as long as you drop 
down with your gun already drawn. 


These are used like the lifts. Stand at the end 
of the rail, wait until a train arrives, then press 
and hold Y while pulling DOWN on the 
jopypad. To get off, press and hold Y, then 
move the joypad UP. 


The task this time is to baby¬ 
sit a VIP from Restricted Area 
2 across to the Research 


tough if the VIP wasn’t prone 
to scarper the second he lost 
sight of you - so keep him 
close to you. 

After picking up your VIP 


Centre. This wouldn’t be 


just keep your eyes open. All with it! 


the dangers are pretty 
obvious so assess, plan, act 
(as they say in management- 
type seminars). 

Or alternatively employ trial 
and error and just get on 


first things first 



Your primary task is to 
locate Jack. He always 
hangs out at the bar by 
the America station. He 
will be able to supply 
the identification 
needed to get you into 
the game show at 
Cyber Tower, but his 
services will cost you 1, 


So go back to the policeman, kill him 
and pick up the key. Use the key to 
open the hatch in the floor at the rear 
of the bar. You can then drop through 
»the last section of this level. 



Go to the extreme left hand side of the 
bar and kill the guard who follows you, 
then talk to the bloke with his arms 
folded. He will tell you that the policeman 
has a key to the android’s hideout. 


500. To get that kind of cash you’re going to 
need either a very steady job or a few very 
unsteady ones. 


bleedin’ jobsworth 



You need to visit the 
administrative centre to 
trade in your ID Card 
for a work permit. The 
little scene involving the 
paper-pushers Is 
actually a well observed 
pastiche of a modern 
bureau-centric world. 
Honest. 






Once down through the floor, things get a little hot. So it 
makes sense to save the game before you get stuck into the 
final battle. Luckily a Save post presents itself quickly 


Blasting the two (yes I did say 
two) androids isn’t that tough. 
Draw your gun and crouch. 
Roll backwards and forwards 
firing every time you stop, 
this should help avoid too 
many hits. Movement is 
important as they have a 
nasty habit of homing in on 
you if you stay still. 


work ethics 

Armed with your new 



work permit off you go 
to the Job Centre. Once 
you’re past the main 
desk there are five 
monitors, one of which 
is blinking. Go up to it 
and you’ll find a job 
waiting. Once you’ve 
accepted the mission, 


In this mission you have to 
find and terminate an 
android before the virus 
that is controlling It’s 
bio-brain can spread. 

This mission stresses 
leg work. First go to the 
bar and have a natter with 


the guy there about the 
android. He’ll tell you to 
have a word with the 
policeman In the 
Restricted Area 1. 

The policeman will then 
tell you that the android 
wants to cut a deal and 
can be found at the back 
of the bar. 


And that’s yer lot. Having 
reached this far, sit down make 
yourself a cup of tea and slap 
yourself on the back for some 
rather nifty games playing 
skills. We’ll cover the other two 
missions and final three levels 
next month Flash-fans, so stay 
tuned (he said in a really 
hackneyed TV kind of way). 

























































^ : CONCRATULATIONS! 








You’ve heard the music, 
seen the movie and 
bought the merchandise 
Now Rik Haynes shows 
you how to thrash the 
magnificent video game 
from Capcom... 


PASS 

CAPCOM 


Stalactites normally only last for one swing and beware of 
the collapsing pathways. Bats can be bumped off with the 
apples. Make sure you kill the scorpions first when 
attempting to swoop onto their ledge. 


Stage 1 Clear Password = 


Stage 2 Clear Password = 


Genie, Abu, Aladdin and Sultan. 


Jafar, Abu, Jasmine and Genie. 


Pull on this rope to take care of the rocky obstacle. Be 
careful, it will quickly reappear the second you let go. 
Dodge the tumbling boulders as you get off the log. 


Apples only temporarily disable these Palace Guards, a 
better alternative is to swing from a beam or directly 
jump on their heads. Knock the green Jars over for more 
apples, loafs of bread and roast chickens. 


Swerve out and immediately yank back to reach the top of 
these scaffolding towers. You’ve got to practise and 
perfect such athletic moves now because Aladdin really 
needs them later on. 




r STAGE 1 CUEAR 


PASS MOPP 


ifi ® 


Simultaneously push down the jump and dash buttons on 
your joypad to gain enough height when using the canopy 
as a trampoline. Always an enjoyable diversion this. 




Entice the fat bloke into attacking you, then bounce on 
his brow and keep your distance while he goes mad. 
Simply repeat this tactic a couple of times. Just like the 
good old days in Capcom’s Magical Quest starring Mickey 
Mouse, eh? 


m 37^-40 
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STAGE 2 CLEAR 


CONGRATULATIONS! 




















T»ASS MOAU 


CONCRATULATipNS! 


Stage 3 Clear Password = Genie, Jafar, Aladdin and Abu. 


▼ Sif f V 




Any collision with the rocks or lava is fatal, so steer clear 
The magic carpet journey doesn’t last that long. 


There’s no moment to spare. Shun the far left of the 
screen. (And we’re actually paying you for these pearls of 
wisdom, Rik? Ed.) Vault off these hot gushes and glide to 
safety using the white rug. 










Watch out for birds suddenly appearing out of the sand. 
To collect this desirable enchanted item, climb up and 
hop over the cobra statues at the start. 


These moving ornaments act as spring boards over the 
nasty spike pits. Wait for the large wooden pike to retract 
before attempting to bolt over it. 


Chucking apples at this baddie is a waste of precious 
ammo. (Well, it’s precious to those who ignores our Action 
Replay cheat. Ed.) Kick him in the head instead. 



Stage 5 Clear Password = Jasmine, Jafar, Sultan and 
Jasmine. 


A Whole New World. Sit back and take a slushy rug ride 
with Princess Jasmine on this bonus stage. Grab a few 
gems along the way if you feel like it, too. 


Bonus Clear Password = Jafar, Jasmine, Aladdin and 
Jafar. 






































Where would Aladdin be without the incredibly useful lago, Jafar’s wisecracking sidekick, drops bouncing Bide your time until Jafar hovers down, then take a big 

white rug trick? It’s safe to stand on top of the steel traps skeleton bombs. Avoid them at ail costs. If you’re in running tumble into his turban. Well it’s always nice to 

hanging from the ceiling. danger, lob an apple at the pesky parrot. complete a hat trick. 



VVVVV 
1$ VVV V 


YOU’KH HOT AS POICEATUI. 
AS YOU THfMK, OAFAA . 


Guess who has to leap onto the snake’s head? Be 
prepared to lose plenty of energy in the process. 


That chap Jafar is in for an unpleasant surprise. Unless of 
course he read the script or knows the story... 



?WAT IS HAPFFHIK^:; TO 


...when his wish to be the most powerful being in the 
universe backfires... 



...and condemns him to a lengthy stay in the lamp. 




THIS IS HOKDFAFUl. r 
COMF OVFA HFHF. GUYS.,. 
BIG GBOOF HUGf 

... and everybody is feeling 
mushy - including the player! 


Action Replay Codes 


Don’t forget you need the 
game-busting Action Replay 
cartridge to use these crafty 
cheats. Call Datel Electronics 
on 0782 744707 for further 
information. 

7E03 6433 - Infinite lives 
7E03 6708 - Infinite energy 
7E03 6937 - Unlimited apples 
7E03 6E99 - White rug 




GAWt STABT 
PASS MOBB 
OFTfOMS 

CAPCOM 



BREAK TIME! 


Open every treasure chest as 
they may contain a golden 
scarab which will take you to 
this neat ‘wheel of fortune’ 
bonus round at the end of the 
level. Unless, of course, you 
don’t want lovely extra lives 
or energy... 
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Look, so we reviewed Troddllers way 
back in the summer, GZ11 to be precise. 
Six months have gone by with no calis, 
no letters, not a word, then all of a 
sudden they leap onto the shop shelves 
with no warning at all. Good games, 
eh? Who’d have them, more trouble 
than they’re worth... 

Be sure to carry enough blocks at This one is obvious: Keep Troddlers 
all times. away from the Zombies at all times! 

They explode on contact. 

Learn to master the art of skipping 

up a platform using only two Killing off Zombies is sometimes 

blocks. This is done by picking up necessary and always entertaining, 
the block you are standing on as It is also a good way to relieve the 

you jump up onto the next one and build up of stress, 

isn’t as tricky as it sounds. 

Another great emotional release is 
to push boulders onto your enemy. 
This also has the added benefit of 
providing you with up to 4 blue 
gems. Pushing boulders onto 
Zombies/Troddlers gives you up to 
4 red gems and hitting a rock with a 
rock will give you up to 4 green 
ones. Look at your mission screen 
to see what you need. 

Collecting fruit gives you extra 

energy. You have a limit to your Sometimes it is worth being hit by 

energy, so only replenish it when cannon fire, as it will propel you 

your energy levels are low. upwards and may well enable you 


beside them. That’ll learn ’em, 


to reach an otherwise unreachable 
ledge. This does, however, cost 
you energy. 


The Shield is a very useful device 
but can only be activated for a 
limited period of time. Use it only 
when engaged in perilous tasks 
and then get back to a safe place 
before it wears out. 


You can always pause the game to 
give you a breather and to plan 
your next move. 


Secret pick-ups can be hidden 
anywhere in the level so if you have 
time try placing and picking up 
blocks everywhere you find them. 


Strategically place Mines to blow 
up any unwanted objects on 
screen. But be careful, the 
‘triggering Troddler’ will also blow 
up - which might not be what you 
want. Always try and use Zombies 
(where available) and avoid blowing 
up anything that is useful. 


Boulders are pushable, but be 
careful not to push them against a 
wall as they can’t be pulled back. 


Don’t let Troddlers fall too far as 
they will die. This is a good idea, 
however, for combating Zombies. 


Ice cannot trap Fire. If you need 
Ice blocks to complete a level, 
rescue them quickly from the 
path of flames. 


There are times when it is useful to 
keep either the Troddlers or the 
Zombies in a tight and manageable 
group. This can be done by 
blocking their entrances and 
trapping them there until you are 
ready. This is, however, not always 
be a good thing. 


Grinders only have one lethal side, 
so cover It with a block or blow the 
whole thing up with a Mine. 


Bouncers cushion Troddler 
landings in freefall situations. 


Pauser blocks are useful for 
slowing Troddlers/Zombies down 
to a more controllable speed. But 
then again, this is not necessarily a 
good thing. 


Spinners drop Troddlers, so keep 
them from running Into each other 
In high and dangerous places. They 
also follow the contours of the level 
and the best way to deal with them 
is to remove the block they are to 
roll on to. This not only destroys it 
but also gives you a blue gem. d 


Birds can only peck blocks directly 
beneath them. Try trapping them in 
by placing blocks above and 














LOVE your SNES? 
You’ll LOVE Super Play! 


More news. 

More reviews. 
More pages of tips. 
More features. 
More everything, really. 
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back issues 
order form 


still available 

Some issues from Game Zone VoH 
Issue Not Code =(GZN1/01) 

Code =(GZN1/02) 

Code r(GZN 1/03) 

Code =(GZN1/04) 

Code =(GZN1/06) 

Code =(GZN1/07) 

Code =(GZN1/08) 
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Please rush me the following back issues at £2.50 each: 
(Tick appropriate boxes) 
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□ 
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□ 
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□ 
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□ 
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□ 
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□ 

GZN1/03 

□ 
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□ 
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□ 
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□ 
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□ 
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□ 

QZN2/12 

□ 
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□ 
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Send your words of wit, wisdom and weirdness to 
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^loBe, 30 Monmouth Street, Bath BA12BW 


Back in 1849, the time of the 
Caiifornia Goid Rush, a young 
iibrarian caiied Juiian Spangiy 
started his own newspaper. A 
haven of editorial integrity, the 
Spangly Bugle became a 
journalistic legend. Julian 
Spangly, we salute you with 
the fond ci*y, “Sori^ you've 
been dead for 93 years.” Sniff. 


summing up 

Dear Geez 

In response to Dan Jackson’s letter regarding 
the equation, I have programmed a complete 
utility using the powerful Amiga 1200 and AMOS 
to calculate possible combinations of numbers 
to replace each variable used within the 
equation. I typed your silly little equation into the 
computer and set up various options etc and 
within a second my computer gave me the 
answer X= 25, Y= 17.5 as 25-(2x17.5)=10 and 3x 
25 ■■ (4x17.5) = 5. Simple isn’t it? 

I’m sure you’re as well aware Dan, this 
simultaneous linear equation really isn’t enough 
to tax a 2.8 million instruction per second 
machine, so here’s one for you, involving not 2 
but 3 variables with just one possible answer: 
(X+Y) = Z+4 
(Y+4) = 24 
(2Y) + X = -5 

From it you must calculate an X, Y and Z 
coordinate. 

Your equationoratically 

Daniel White, Walsall. 

Why would I want to? And since I’m not a 2.8 
million instruction machine? Ed. 

traitors! 

Geez, 

Excuse me, but what’s ail this Super Nintendo 
nonsense I thought that Game Zone was a multi¬ 
format magazine. What about us Game Boy and 
NES owners? 

Irate NES owner, Clapham. 

Ah, erm, erm, well it’s a bit like this. NES 
releases were slowing down just as Super NES 
games were really hitting their stride. We had the 
choice to either give inadequate coverage of 
both formats or to go wholeheartedly for just 
one. So we plumped for the Super NES. We’ll 
still keep covering all Nintendo formats in our 
news pages and we’ve started a rather nifty little 
back page feature for people who happen to 
own Game Boy as well as a SNES. Every month 
on our back page you’ll find all the best GB 
games reviewed and rated, while every other 
page of this wonderful tome will be crammed 
with the best Super NES stuff known to man 
(probably). Ed. 

old fart 

Dear Geez 

Now call me a bit of an old fart but I’m one of 
your more mature readers and to be honest I’m 
getting a bit worried. I cut my teeth on the 
Spectrum and C64, moving up through an Amiga 
to a SNES and I’m beginning to see a disturbing 
trend. Back in the ‘old’ days when all you had 


was four colours and no processor power 
whatsoever. These games were good, they had 
gameplay. To be honest that was ail they could 
have. On the Amiga there were more colours and 
a quicker chip, but while games started looking 
better more of them than ever were complete 
cack. Now on the SNES the best games machine 
of them most of the games are complete 
(expletive deleted). Why are SNES programmers 
so lazy? 

Peter Hamilton, Sudbury. 

Erm, well I don’t think it’s laziness. In fact if you 
look back honesty to the good old Speccy days, 
the vast majority of these games were absolutley 
awful. They were just cheaper and your 
expectations were lower. 

Now you’ve seen hordes of games, you expect 
more. I mean to say, it wouldn’t be fair to expect 
perfection everytime. It would be nice if it 
happened, but... Ed. 

ballB up? 

Dear Game Zone 

I was playing Street Fighter II down at a local 
pub and the fireballs that the charcaters throw 
seem to follow the person who they’re thrown at. 
If Ken throws a fireball at Chun Li and she jumps 
up to get out of the way of it, then fireball follows 
her up in the air. It sort of chases her. Is it 
possible to get this effect on Street Fighter II 
Turbo using the Game Genie or Action Replay? 
Neal Daley, Corsham. 

Now I don’t want to like grass anybody up here, I 
really don’t want to cause anyone any problems, 
or get people into trouble, but no official 
Capcom version of SFII has this feature. The 
machine’s not strictly legal, it’s a pirate version. 
There are absolutely loads about. 

As for the replicating the effect with a game 
enhancer, it seems a little unlikely. These devices 
generally alter the attributes of that game - a 
character’s lives, powers, sprite changes etc - 
actually altering the dynamics of the fireball a 
little tough. But if anyone finds such a code, PG 
Tips would love to hear. Ed. 

how Bad 

Dear Geez 

I’ve had enough. I’ve entered the compos in your 
bleedin’ mag for nigh on two years and I haven’t 
won a thing. Not a bean, nothing. 

So come on for a loyal reader how about 
slipping me one of your spare SNES carts on 
the quiet like? Go on. Please. I’ve been reading 
for years. 

Name and Address mislaid 

I’d love to see you try and prove that, whoever 
you were. Ed. 


whodunnit 

Dear Editor 

I would like to ask a question that I think you will 
know the answer to, it is for a project at college. 
What was the name of the man who invented the 
SNES. I assume there must have been a team, 
but there must have been one guy who had the 
idea in the first place? 

James Hardy, Thursk. 

I’ll confess, I don’t know. If I was in cynical mode 
I’d say Mr Sega, because I’m sure that when 
word that work was starting on the Mega Drive 
reached Yamauchi (the head of Nintendo) he 
either thought of the SNES then, or paid 
someone to think of it for him. 

We’ll get onto our close personal friends at 
Ninty HQ. If they can help out, we’ll run a feature 
on it, or something. Ed. 

kart races 

Dear Geez 

This isn’t a whinge. This isn’t a question. It’s an 
observation. I have the UK version of Mario Kart 
and I use it on my English Super NES. Recently I 
tried the same cart on a friend’s American Super 
NES and it ran faster. I know it should be a bit 
quicker, but this was stupid. What’s up? 

Daniel McLean, Wapping. 

It’s like this. As you said, UK games should run 
faster on US machines, this is because they 
output different signals. There are reasons, but 
they’re not important right now (guess who’s 
bluffing?), but take it from me that the US SNES 
runs 17% faster than UK machine. It’s a 
discernable difference, but only just. When Mario 
Kart was being written though, the comparitive 
slowness of the UK machine was taken into 
account. So the game would run at the right 
speed, a souped up version was released here, 
to bring the game up to properly playable speed. 
So when you slap UK version in a US machine it 
runs faster than normal, 17% faster due to 
hardware and a bit more besides for because of 
the software. The result is stupidly fast version of 
an already quick game. 

And yes it was a question. You ended it with 
one of these curly things? Ed. 

and on and on... 

Dear Geez 

Just a quicky this one. Why is it that every time I 
go out to buy this magazine I have to fight my 
way to the shelves. I mean don’t people... 

A Nirate, Annoydom. 

He went on for over 2000 word you know, and 
not once did he make any sense, it’s sad really. I 
don’t know, we try not to encourage this. Ed. 




Oy^ you lookin’ st me oi* somethink? 
You’ll get me fist in your mouth an’ that 
if you ain’t careful... you can look at 
the words, but don’t you look at me 
culkin’ picture again, all right? This 
doctor bloke tried lookin’ at me once: I 
busted me leg in a car crash after 
joyridin’ an’ that, an’ the next thing I 
knows I was on this bed in this 
hospital - an’ this doctor geezer was 
lookin’ at me shin. So I goes: “Oy, what 
you screwin’ at?”, an’ then he goes 
“I’m examining the break, Mr Culk, and 
I’m afraid there’s a bone protruding 
through the skin,” so I goes “Yeah, 
well you’ll have a bone protruding out 
the side of your culkin’ teeth in a 
minute.” He legged It off an’ that, innit. 
I’m so hard I don’t even need doctors, 
so I Just pushed the bone down until it 
clicked back into place an’ then I went 
down the pub an’ had a couple of 
fights. On the way home I saw that 
same doctor bloke outside the chippy 
an’ I took him out with one headbutt. 
Nobody looks at Culky’s bones. 


Dear Culky 

You’re well hard you are, innit. You’re rock solid, an’ I’m your greatest fan 
an’ that. I go about wi ma chain an’ hat an’ give everyone ‘stupid hat’ on 
the side a their culkin’ heads. An’ by the way, I’m gonna go straight down 
to Clwyd an’ give Jamie Westaway Cluck on his culkin’ nose an’ that, cos 
I’m a Culkoid an’ I’m culkin’ hard an’ that. Jamie boy is going to look like 
that chicken when I’ve culked him, innit. An something else... my teacher 
said “Take that silly hat off,’’ an’ I said “Or what?”, an’ she gave me a 
punny an’ that coz she couldn’t have me coz I’m culkin’ hard, innit. 

A Culkoid, Edinburgh, Scotland 

• Culky says: “Eh? So you reckon I need help sortin’ out that Welsh 
geezer is it? Tell you what, pal, you go down to Clwyd as planned... an’ 

I’ll be over there takin’you AND the Welsh bloke.” 


Dear Culky 

I’m a keen photographer and have sent a 
selection of some of my favourite photos. 
Firstly I managed to steal one of your 
mum’s passport photos. What a mug shot... 
what a mug. 

Oh, and your nan shouldn’t have tried to sell 
that lucky heather or those blasted clothes 
pegs, so I enclose a picture of what she looks 
like now... DEAD. The only thing I got off her 
was two rolls of bog paper, but I wasn’t going 
to use them because her blood was on them. 

And if you’re wondering what your uncle Bob 
looks like these days, then here he is. You can 
see where you smacked him in the culkin’ teeth 
after he called you a little prat. What a shame he 
then swallowed his teeth and choked to death 
on them. If you’re wondering how I got this shot, 
well, me and my mates are pretty good with a 
shovel and we dug up his corpse from your 
aunty’s garden as you Culks are poor minks. 




He's Culkin' Hard 


Colin Kipper 
next time you’re 
up in Scotland 
come to Aberdeen 
and get a good 
kicking from me and 
the lads. 

Sir Paul Marvor of Aberdeen 

• Culky says: “First off, an’ like I what I’ve said 
before, I ain’t got a mum (she was killed when 
she tried ramraiding a petrol pump). Secondly, 
that ain’t me nan... me real nan’s a skinhead, 
and the old girl what you’ve obviously done 
over in yer picture has got long hair, innit. Third 
up, I ain’t got an uncle Bob neither - and even if I did have an Uncle Bob 
he would of lost more teeth than that if he ever called Colin Culk a prat. 
Inifact I’ll show you how many teeth he would of lost, because I’m on my 
way up to Aberdeen now. 


Feltham Green Crown_Court- 
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can you kick it? 

As you may know, if you can make Culky back down with your 
threats you’ll win three free games of your choice. It may be tricky 
though, because he’s incredibly hard and doesn’t scare easily. 











CD versus Cartridge - 
The Big Match, The game 
of the decade is about 
to kick off and this one’s 
no friendiy. Nintendo are 
rumoured to be waiking 
onto the pitch with carts 
on their strip, while the 
rest of the world is 
backing the CD. 

What are the 
differences and what do 
they mean to the man on 
the terrace? 

Neil Jackson is our man 
with the whistle and the 
crystal ball. 


i’ve got space - use 
me, use me! 

cd 1 cart Nil 

CDs will hold 600 megabytes of data on average. 
The program part is generally less than a couple 
of megabytes, which leaves a massive 598 
megabytes for graphics, animation, and CD 
quality samples for sound effects, speech and 
music. With that kind of data-space, just think 
how amazing a game could be. It makes the 256 
or 512 kilobytes on cartridge look a bit wimpy by 
comparison, doesn’t it? 

defending the data 
cd 2 cart 1 

CDs are more secure than floppy disks, and 
arguably they’re even better than carts. Carts 
have special security chips but these can be 
bypassed using MagiDrives and other 
specialised hardware. 

With a ‘hacked’ game, you load from floppies, 
but this is only possible If it’s small enough to fit 
on a couple of disks. A single CD requires 
around 420 floppies, making piracy more 
expensive than the original! Alternatively, it 
means an expensive hard-drive, which would be 
virtually filled by one ‘stolen’ game. 

money in the making 
cd 2 cart nii 

A CD can be manufactured for as little as 
10p, and this Is currently the subject of a 
heated debate in the music biz, due to the 


inevitable ‘mark-up’ by distributors and retailers 
cashing in. Even so, the costs for making CDs 
are much less than those for cartridges which 
are, after all, sophisticated pieces of electronic 
technology bursting with chips, connectors, 
plastic casings and goodness-knows-what. 

Injury Time 
CD 1 Cart Nil 

Tread on them, spill coffee on them, leave them 
on top of the telly or radiator and It’ll still work... 
probably. 

For you, this means that you’re safe from 
everything bar nuclear meltdown. For 
manufacturers, distributors and retailers it 
means that your game won’t be damaged by 
static electricity or a long drop off the back of a 
lorry - both killers for carts. CD cases can get 
cracked in transit, but most shops carry stocks 
of empty ones, specifically for this purpose. 

boxed in 
cd 1 cart nil 

The familiar crystal CD case isn’t exactly 
environmentally friendly, but it’s better than the 
half-ton of folded cardboard and cellophane that 
goes into the normal cart package. Retailers like 
it because it’s smaller, neater and takes up less 
shelf-space, and the manufacturers like it 
because It’s easier to put together. 

The ‘finishers’ (the people who assemble all 
the cardboard to make the package) take their 
cut, based on how long it takes to put each 
package together. CDs are a lot quicker to 
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package, so the finishing 
costs are less. Hopefully, this 
reduced price gets passed on 
to you, but don’t bank on it. 

home or away 
games? 

cd 2 cart nil (on 
aggregate) 

Music CDs are mass-produced all over the world 
and many factories would kill to take on the 
huge production runs generated by the booming 
software industry. Licensees (the third-party 
companies that produce games under the 
watchful eye of Nintendo) currently have to use 
Nintendo’s Japanese cartridge factory for 
security reasons. It costs plenty, and you can 
guess who picks up the tab in the end. 

With CDs, licensees could choose a local CD 
manufacturer for the production run. Result? 
Cheaper production and competing factories 
bringing the price to rock bottom. And if the CDs 
for each foreign territory were made locally, less 
money gets wasted in shipping boxes all around 
the world. 


price of admission 
cd nil cart 2 

To play CD games you need a CD-ROM drive. 
You either pay extra to improve your old system, 
or you pay a higher retail price for a console with 
built-in CD. Either way, it’s more expensive than 
a cartridge system. Hardware prices are 
particularly important to Nintendo, because they 
believe strongly in keeping the system’s price as 
low as possible, even to the extent of making a 
loss on the sale. 

They make their money back from the sales of 
cart software, because they know nobody’s 
going to own a Nintendo without needing games 
for it. They could still do this with CD software, 
but not quite so easily if they lose more on 
the consoles. 


half time lemons 
cd nil cart 2 

Access time, or ‘lag,’ is a problem inherent in 
CDs that may be solved in the future, but for the 
time being we’re stuck with it. 

Whenever a program needs to read from CD, it 
has to position the laser over the correct part of 
the disk, just like a record-player stylus. This 
takes a second or two, and the result is a slight 
pause in the game’s action. Access time is never 
a problem with the random access memory on 
cartridges, but with a bit of careful programming 
and some lateral thinking in the gameplay, CD 
lag can be minimised. 


quality of the game 

cds ? carts ? (Late 
kickoff) 

One of the reasons Nintendo shelved their plans 
for a CD system based on the Super NES was 
the quality of the CD software already available. 
They felt that many software houses would just 
fill up CDs with bigger versions of cart games. 

There’s little attraction in a million-level 
MarioLand if the sounds, graphics and gameplay 
are the same as ever and it takes thirty years to 
play. The CD audience wants a better game, not 
just more of the same old mixture. Because they 
control manufacturing, Nintendo keep a tight rein 
on the quality of the games that bear their Seal 
of Approval, and this may be difficult with the 
freedom offered by CD. We won’t know the 
score until CD takes off, which is even more 
reason to check the reviews in Game Zone. 


final score 


cd 9 cart 5 

Overall, the CD does pretty well, and put in a 
great performance in the first half. However, two 
big problems appeared in the closing stages - 
time-outs and play quality. 

Although it looks a clear-cut case, the CD has 
a bit more work to do in order to prove itself to 
the crowds on the terraces. The Cart still has 
the most supporters, but with the right 
management the CD could win through if it 
plays well enough. And now, back to the 
studio... Des? II 


bSClCsHB 

and he’s missed 

Well, so the film quote isn’t exactly 
like that, but you get the picture. At 
long last the Console Counsel has 
returned to the hallowed pages of 
Game Zone. 

Now just in case you’re not familiar 
with the Counsel - weren’t you 
paying attention earlier this year? - 
he’s the man with the techie talk who 
understands your SNES, not just on a 
‘get to level six’ kind of way, but 
deep down at chip level. And he’s 
here to tell you just how your beloved 
console works. 

So if you’ve ever been curious 
about the just how Mode 7 works, 
about how your Action Replay allows 
you to ‘enhance’ games or even 
wanted to know how a joypad does 
its job drop him a line Console 
Counsel, Game Zone, 30 
Monmouth Street, Bath, Avon, 

BA1 2BW. Go on make his life hell. 





































win carts and cars 


) 


W e all know about Formula One 
motor racing. It’s got glamour, 
travel and the reasonably high 
probability of cars slamming into 
walls at 200 mph. Millions of us 
sit glued to the TV watching Ayrton, Damon and 
Murray battle it out each Sunday. But what do 
you do if you want a little bit more? 

How can you sample F1 driving when don’t 
happen to have a millionaire sponsor? What if 
you want to career off of the track at 173 mph 
but aren’t that keen on having all your legs 
broken? You’ll be wanting F1 Pole Position then, 
the terrifyingly accurate simulation of the sport 
of Kings (that’s Mr and Mrs D King of 134 
Bromley Ave, Eastwich, Somerset, TA12 1BD) 
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that Ubi Soft have just released for the SNES 
and Game Boy. What do you mean you’re 
broke? That’s no excuse. You can still get F1 
Pole Position on either the SNES or the Game 
Boy because those painfully pleasant peeps at 
Ubi Soft are giving away five copies of the game 
on both formats, and they’ve thrown in five 
unique Williams F1 collectors models too. 


you to the chequered flag and, more importantly, 
doesn’t lead to a grass verge or gravel trap. 
Follow the lines to find out which is the correct 
route, one leads to the black and white flag, two 
lead to a car wreck. 

When you’ve worked out the answer write the 
letter of the grid position on a postcard. Add 
your name, address and cart preference (GB or 
SNES), stick on a stamp and then send It to: 


so how do i win one 
of those then? 


Imagine you’re Damon Hill and you’re just about 
to start racing. Using your skill and judgement to 
work out which grid position (1, 2 or 3) will get 


1 


Alain’s Better Than Ayrton Compo, Game 
Zone, 29 Monmouth Street, Bath, Avon, BA1 
2DL. The competition closes on 14/2/94 when 
the 10 winners (5 GB and 5 SNES) and the 5 
runners up will be drawn from our very attractive 
red plastic mail crate. 

2 3 






All your heroes, all the 
circuits, all the gritty 
realism. ” 

A well-judged balance 
between driving and 
racing. ” 


What the critics 
said about Ubi Soft’s 
FI Pole Position on the 
Game Boy and SNES: 

A nerve Jangiingiy 
invoived simuiation. ” 




Fabulous Mode 7 
graphics. ” 


CIS 


Paui offers around the 
voi-au-vents. ” 


I’:-,. 

ruies 

No one who works for Future Publishing or Ubi Soft can enter, and neither can Ayrton Senna 
because we sad, bitter individuals who really know how to bear a grugde. The editor’s decision is 

final and no correspondence will be entered Into. Nah (in Brazilian)! :, 
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toic PRICES" 

ZOMBIES (UK) ^45 

.rURASSIC PARK (I'K) X50 

SUPER EMPIRE STRIKES BACK (US) A55 
SUPER BOMBERMAN (UK) A40 

ALADDIN (LTC) iA5 

MORTAL KOMBAT (UK) &55 

STREET FIGHTER II TURBO (US) . £59 

TliRTLES TOURNAMENT FIGHTERS C,ALL 
MULll TAP £29.95 


MANY MORE AVAILABLE PLEASE CALL 


CONSOLE MAGIC. 25 ABBEY WALK. 
CORONATION ROAD. HALIFAX. WEST 
YORKSHIRE. HX3 OAI TEL: (0422) 34S934 


PLEASE ADD il.5(l PER m’LP: FOR POSTAC’.E AND PACKAGING 


PLEASE MAKE CHEQUES AND POSTAL 
ORDERS PAmBIK TO CONSOLE MAGIC 



Snes, Megadrive, new & s/hand 
Games Exchange avaifable, many 
new & used titles in stock, Joy pads, 
Scart leads, PSOs, muititaps. 


LATEST add on equipment 


HAZLE GROVE WORKS, 
GUY EDGE, LINTHWAiTE, 
HUDDERSFIELD HD7 5TH 


CALL NOW! 


ADVERTISERS INDEX 


1 Step Ahead Gaming.95 

Console Magic.79 

Game Box.79 

Game Zone. 79 

Hudsonsoft.61 

Info Media Services.85 

ISL.95 

Konami.OBC, IFC 

Ocean.9 

Ubisoft.25 

Unlimited Software.79 


GAME ZONE 

INDEPENDENT 


OPENING HOURS 
llam - TJOpm MON - THUR(9pin FRI) 
9ain - 5.30pm SATURDAY 




PARl^X;;^| 


*ALL HTLES ARE U.K.* 

SOME EXAMPLE PRICES, CALL FOR ANY OTHER UK TITLE 


AGURl SUZUKI FI 

43.95 

PARODIUS 

43.95 

ALADDIN 

43.95 

PEBBLE BEACH GOLF 

43.95 

ALIEN 3 

42.95 

PGA TOUR GOLF 

38.95 

ASTERIX 

38.95 

POP TSf TWINBEE 

42.95 

BATMAN RETURNS 

42.95 

PRINCE OF PERSIA 

43.95 

BUBSY 

35.95 

ROAD RUNNER 

43.95 

BULLS VS BLAZERS 

38.95 

SHAmWRUN 

47.95 

CHESSMASTER 

39.95 

STREETnGHTER 11 TURBO 

53.95 

CHAMPIONSHIP POOL 

43.95 

STRIKER 

41.95 

COL SPOT 

38.95 

SUPER AIR DIVER 

47.95 

CYBERNATOR 

42.95 

SUPER BOMBERMAN 

38.95 

DESERT STRIKE 

38.95 

SUPER JAMES POND 

34.95 

NT TENNIS TOUR 

43.95 

SUPER MARIO ALL STARS 

43.95 

JIMMY CONNORS 

38.95 

SUPER PANG 

43.95 

JURASSIC PARK 

47.95 

SUPER PUTTY 

42.95 

K.K*S PLAYER MANAGER 

42.95 

SUPER STAR WARS 

43.95 

KING ARTHURS WORLD 

39.95 

SUPER TENNIS 

34.95 

LAWNMOWER MAN 

43.95 

TERMINATOR 2 

40.95 

LEMMINGS 

43.95 

TINY TOONS 

42.95 

LOST VIKINGS 

35.95 

TRODDLERS 

37.95 

MICKEYS MAGICAL QUEST 

52.95 

TUFFENUFF 

43.95 

MORTAL KOMBAT 

52.95 

WWF ROY ALE RUMBLE 

53.95 

MYSTICAL QUEST 

35.95 

YOSHI'S SAFARI 

35.95 

NHLPA HOCKEY '93 

38.95 

ZELDA3 

34.95 

NIGEL MANSELL 

35.95 

ZOMBIES 

42.95 


PART EXCHANGE WELCOME. LARGE SELECTION OF USED 
TITLES AVAILABLE, SEND S.A.E. FOR LIST OR CALL 


Please make i;heques.T.O’N payable to Bearslead (iame Zone 
Recorded delivery P&P £1.50 


We also stock Megadrive 



24 Be^hwood. Avenue, Pontefract, West ^iPorhshire WF8 4ED 


SUPER NES SOFTWARE 

Alien 3.43.99 

Adventures Of Dr Franken.40.99 

Aladdin.47.99 

Andre Agassi Tennis.43.99 

Asterix.39.99 

Batman Returns.43.99 

Beethoven.43.99 

Boxing Legends Of The Ring.44.99 

Bulls Vs Blazers.40.99 

Carmen San Diego World.49.99 

Caveman Ninja - Joe & Mac.43.99 

Chuck Rock.43.99 

Clay Fighters.54.99 


Clay I 
Cliffh( 


anger. 


..43.99 


Cool Spot.41.99 

Crash Dummies.43.99 

Desert Strike.43.99 

Dracula.43.99 

Earth Defence Force.40.99 

Equinox.43.99 

Exhaust Heat.40.99 

Flashback.43.99 

Football.43.99 

George Foreman's Boxing.43.99 

Home Alone.40.99 

Home Alone 2.40.99 

Please make cheques payable to Unlimited Software. 

Cheques need 7 day clearance. 

Any games with faults will be replaced 
P&P £1.00 per item 
No callers please 





Hook.43.99 

Jimmy Connors Pro Tennis Tour.34.99 

Jurassic Pork.43.99 

Kevin Keegan Ployer/Monoger.40.99 

Kick Off.40.99 

Kings of Koruro.....43.99 

Lost Action Hero.43.99 

Lownmower Mon.44.99 

Lethal Weapon.40.99 

Major Title Golf.40.99 

Mickeys Puzzle.49.99 

Might & Magic.53.99 

Mortal Kombot.53.78 

NBA All Star Challenge.43.99 

NFA Quarterback Club.53.99 

NHLPA Hockey.40.99 

Pitfighter.26.99 

Pop N' Twinbee.43.99 

Powermonger.43.99 

Race Drivin.40.99 

Robocop V Terminator.44.99 

Sensible Soccer.43.99 

Snow White.43.99 

Streetfighter 2 Turbo.52.99 

Striker.40.99 

Sunset Riders.43.99 

Super Battle Tank.40.99 

Super Bomberman.43.99 

Super Empire Strikes Back.51.99 

Super Kick Off.40.99 

Super Putty.47.99 

Super Smash TV.40.99 

Super Strike Eagle.43.99 

Superswiv.40.99 

Terminator 2 Judgement Day.43.99 

Test Drive 2.40.99 

Tiny Toons Adventures.43.99 

Toys.40.99 

Troddlers.40.99 

Trolls.43.99 

Virtual Soccer.47.99 

Warpspeed.40.99 

WCW Super Brawl Wrestling.43.99 

World Class Rugby.40.99 

World Cup Soccer.43.99 

WWF Royal Rumble.53.99 

WWF Wrestlemania.40.99 

Zombies Ate My Neighbours.47.99 


NES SOFTWARE 


Action in New York.35.99 

Adventures of Dizzy.26.99 

Adventure Of Dr Franken.26.99 

Barbie.30.99 

Bortmon/Rodioactive Mon.35.99 

Batman.36.99 

Bignose The Caveman.26.99 

Castellan.19.99 

Crash Dummies.35.99 

F-15 Strike Eagle.26.99 

Fantastic Adventure Dizzy.26.99 

Ferrari.19.99 

Fire Hawk..26.99 

George Foreman's Boxing.19.99 

Gumshoe.12.99 

Home Alone 2.19.99 

Ikari Warriors.22.99 

Incredible Crash Dummies.35.99 

James Bond Junior.35.99 

Jurassic Park.26.99 

Kick Off...22.99 

Micro Machines.26.99 

Mig 29.26.99 

Monster in my Pocket.22.99 

Noah's Ark.19.99 

North And South.14.99 

Pirates..19.99 

Prince Valiant.19.99 

Quattro Arcade.26.99 

Smash TV.35.99 

Street Gangs.35.99 

Super Adv Quest.26.99 

Super Kick Off.31.99 

Super Sports Challenge.26.99 

Terminator 2.35.99 

Trog.26.99 

Ultimate Stuntman.26.99 

Wild Gunman.27.99 

WWF 4 .35.99 

WWF Steel Cage Challenge.19.99 

WWF Wrestlemania.19.99 
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Fi^iB tips book 
with the most 
Action Replay 
codes you've 
ever seen 
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It's Christmas time again, and to 
celebrate, TOTAL! are giving 
away a free book! 100 pages of 
fabulous tips and cheats on 
every Nintendo game you can 
think of! As if that wasn't 
enough, we review Sensible 
Soccer, Aladdin and Flashback on 
SNES as well as a plethora of 
other top-notch software! On 
sale December 16th! Get it! 
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Ninfendl 


'h, and funky! 
' t him first! 


get the world’s greatest 
nintendo magazine delivered 
to your very own front door, 
get a smart newsietter with 
every single issue 
and save heaps of dosh. 
ail in ali, what’s known as a 
good deai. 

nintendo 


nintendo 
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use scissors to out the coupon out 

use a pen to answer questions 1, 2 and 3 

use either a credit card or cheque to faciiitate the 

necessary financiai exchange 

use an enveiope to hoid the coupon (and cheque if 
that’s how you’re paying) 

use stamps to ensure that the Post Office wiii 
deiiver the enveiope 

repeat the process every tweive months 

look we know that you know how to cut out, fill in and post a coupon, but we have to say these things 


P I enclose a cheque/postal order for £ made payable to 
Future Publishing Ltd (Game Zone). 
or:0 Please charge my Visa/Access: 

Credit card no: □ □ □ □ □□ □ C CD 

Card holder’s name: 


subscriptions 


Please fill in parts 1 -3 using BLOCK CAPITALS and make 
sure to tick all the relevant boxes 

1 yes! do it! do it now! 

□ Please start my subscription from the next available 
issue (usually the next issue of Game Zone published after 
you return the form). 

2 spiendid offer price! 

^ UK £19.95 □ Europe £39.95 □ ROW £51.95 


Signature: 
Date:_ 


_Expiry Date:. 


3 And send my mags to: 

First Name:_Surname: 

Address:_ 


Postcode: 


Tel: 


GZ160294 










































No says er, Bowser’s friend/brother don’t copy games or we’ll all die. 



Ken and Ryu team up to fight against the injustice of piracy. 


piracK un-super NES 


All around the world 
people are ripping off 
SNES owners. Trenton 
Webb has had Just about 
enough. Here’s how the 
few are Jeopardising the 
gaming future of the many. 

I t’s illegal, it’s immoral and it’s happening 
right now. All over the world software 
publishers are being robbed on an individual 
and corporate level. The theft is of software, 
games carts, but this is no hold up, it’s an 
electronic ram-raid and at the moment and 
there’s virtually nothing that can be done about 
it. Software piracy is not a new crime, but 
console publishers thought that they were 


immune to the games copying culture that has 
kept computer game prices high since the dawn 
of time (or at least 1980). Now the cult of copying 
has spread to carts. 

Piracy in terms of software is the unauthorised 
copying of data from a legitimate source (the 
cart you bought down the local Menzies) and 
creating an illegitimate replica (by transferring 
the data to another storage system, eg, floppy 
disk, hard disk etc). It happens on a one by one 
basis at home, and by the thousand in custom 
built counterfeiting factories. 

history lesson 

Back in the days of tape loading Spectrums and 
C64s, copying games was easy. All you needed 
was a twin deck cassette recorder, and a blank 
tape. With the rise of the 16 bit computers (ST, 


Amiga and PC) the softies got smart. New disk 
protection routines were written to stop straight 
copying between disk drives. In response the 
pirates too got smart and battle was joined. The 
publishers evolved ever more complex disk 
protection systems and the hackers took it as a 
challenge - who could crack the code first? Then 
the consoles came on the scene. 

Cartridge based software appeared to be ‘un- 
pirateable’. The machines had no disk drives, no 
external leads and the code was stored on 
ROM chips that were burled deep in the heart of 
the cart. 

Corporate piracy was still a problem with 
companies in the Far East building factories 
specifically to reproduce games by the thousand 
- just like they do with videos, CDs, aircraft parts 
and prescription pharmaceuticals - and these 
would have to be fought in the courts. Home 


wav of the dnagon 


Illegal software piracy 
and counterfeit carts 
are common place in the 
Far East, so we sent our 
investigative reporter 
Rik Haynes over to Hong 
Kong for a snoop around 
and a good kickin’.... 

With a reputation for great martial arts films 
and cheap consumer goods, Hong Kong is fast 
becoming the world’s capital for video game 
copying too. Some of the small shops in 
Kowloon’s Golden Computer Arcade have 
smart names like Dream Maker, Top Computer, 
Kwong Lung Electronics and Comfirst. Most of 
them are openly selling copying devices which 
connect a floppy disk drive to your console. 
They are capable of duplicating any cartridge. 


The Super Pro Fighter, for Instance, can handle 
anything with a DSP or Super FX chip inside - 
Including Super Mario Kart, Starfox and 
Exhaust Heat II. When the mighty 20 megs of 
Street Fighter II Turbo turned up last summer, 
the manufacturers immediately countered with 
memory upgrades for these machines. 

How can the likes of Nintendo and Sega 
possibly guard against such ingenuity without 
the backing of local authorities and co¬ 
operative consumers? Lowlife punters eager to 
make a quick saving at the expense of others 
should be made aware of the argument that a 
fake keeps the price of the real McCoy 
artificially high for the rest of us. 

Back at the Gold Computer Arcade, cunning 
retailers compliment their Inexpensive cloning 
gadgets with a nice sideline In photocopied 
Instructions for all the popular titles. Find out 
how to beat the boss in Dragon Ball Z 2 for 
only $20HK - the equivalent of £1.75. 

Hong Kong even has counterfeit magazines 
with articles and screenshots ripped out of 


Japanese publications like Famicon Tshuhin 
and LOGIN. Unsophisticated mags in this weird 
and wired place don’t bother with niceties like 
attractive design, they just slap a big ugly 
advert on their cover for the latest model of a 
Magicom, Game Doctor or another one of the 
many dodgy accessories widely available in 
the colony. 

Apart from seemingly legit’ Rolex watches 
and Chanel handbags at amazingly low prices, 
you can find some real surprises on the streets 
of Hong Kong. Street Fighter III on the Super 
Nintendo Is already on sale. Except it’s really a 
professional fake of Street Fighter Turbo In a 
new box. 

Enjoying a laugh at Capcom’s expense, the 
cheeky blighters have also hacked Into the 
program and changed the title screen. I can’t 
wait to get my hands on Super Mario Kart 2 or 
a SNES version of Sonic the Hedgehog - which 
will probably both be Home Alone with a 
palette change which just Isn’t cricket now 
is it? 

















the true shocking truth 

So it’s all scare tactics is it? All manufactured by the Softies in order to 
keep cart prices sky high? Check out these three true tales. 

1) The Federation Against Software Theft swooped on an operation 
that was downloading software from a BBS, mostly before its official 
UK release, this May with a substantial amount of hardware and 
software being seized and as a result a 19 year old man was arrested. 

2) This June two Taiwanese companies were ordered to pay $24 million 
damages by a US court for selling counterfeit cartridges. The two 
firms, Nintendo Electronic Company and NTDEC are now barred from 
distributing Nintendo games anywhere in he world. Nintendo stated 
“this Is a significant victory in Nintendo’s war against pirate video 
games which cost Nintendo and other US companies over $2 billion 
per year in losses”. 

3) In July FAST made their first arrests for the copying of cartridge 
games to disk. A raid in Manchester lead to the seizure of 2000 plus 
disks which contained both Nintendo and Sega games. The consoles 
and copying equipment were valued at over £100,000. Two men were 
arrested. The subsequent fine for the offence - as well as the seizure of 
the equipment - was £1600. 



Starwingl No Starfox - Oh who gives a damn, you can’t copy it, well not easily. 


piracy was seen to be an unpleasant memory of 
the days when games were floppy. Human 
ingenuity and greed combined are powerful 
incentives. No sooner had the SNES and Mega 
Drive hit the streets than strange new devices 
began appearing on the shelves of some 
software shops. Piracy was back on the agenda. 

copy cart 

Cartridge-based software has many advantages 
over other media. But you already know this, 
right? Either that or you’ve picked up the wrong 
magazine. Ah, you have picked up the wrong 
magazine, so I’ll explain. Carts are perfect for 
storing data because they’re far more robust 
floppy disks and tapes. The loading time is 
minimal because all the game data is always 
there, ready on a ROM chip for access whenever 
the game demands. 

The ROMs are simply chips that have the code 
‘burned’ onto them, which packs 128 kilobytes 
of code - or a megabit - and they can be 
chained together to provide ample storage 
space for big games. 

Mention cartridge copying and it conjures up 
images of people in laboratories, with lots of 
expensive gizmos to copy microchips over onto 
‘blank’ microchips. It ain’t necessarily so. 

The cartridge doesn’t have to be copied onto 
another ‘blank’ cartridge. Re-usable chips 
(EPROMS) are expensive, and are only suited to 
massive productions runs. So they make no 


economic sense for pirates, they’re just not 
cheap enough. Floppy disks on the other hand 
are cheap and offer enough storage space to 
make pirating practical. 

slots of choice 

Now the obvious flaw in this cunning piracy plan 
is how do you get the carts onto a disk in the 
first place? Then once you’ve got it on a disk, 
erm, how do you load the data back onto the 
SNES? After all there isn’t a disk drive slot on the 
Super Nintendo. 

This is where the pirates solution was 
ingenious - if odious. Home cartridge copiers 
look like a cart from one end, and slot into the 
same connector your games use to talk to the 
SNES. On top of this connector sits what can 
only described as a lump of RAM and the 
gubbins that make up a 3.5 inch High Density 
disk drive 

And it all works in a manner alarmingly similar 
to that of the Action Replay. In fact, it’s identical. 
But before we go on any further, don’t all you 
Action Replay owners go thinking that you have 
a copier. You don’t. The way the Action Replay 
works is by disassembling parts of the game into 
its own memory (RAM) so you can tweak the 
number of lives etc. Copiers disassemble the 
WHOLE cart into its (vastly superior) memory 
then re-compress it and copy all the data to disk. 

To play a game, you power up the unit, insert 
in the disk, wait a few minutes for it to load. 


decompress and assemble the code and then 
you can play the game with no loss of quality or 
anything. Fortunately there are hitches. 

costings 

First of all there is the cost. The average price of 
a cartridge copier is £260. A lot of money, but 
the salesmen argue that once you’ve copied five 
games, you’ve paid for the unit. What they don’t 
tell you is that the unit costs them about £100 
tops. So it seems that the software publishers 
aren’t the only folk who get ripped off. 

Secondly, many games can’t be copied, 
namely those with DSP or FX chips, which 
means no Pilotwings, Super Mario Kart, SFII 
Turbo or Starwing for you. You can buy a ‘plug 
in’ DSP or Super FX chip, but these cost 
around £50-80 and they aren’t exactly available 
off the shelf. 

Thirdly, standard units only come with 1 or 2 
megabytes of memory. This might sound like a 
lot, seeing as 2 megabytes Is 16 megaBITS, 
there being 8 megaBITS to 1 megaBYTE. 

Now this might sound fine - you might think 
that you could copy all games of 16 Mbits and 
below. Wrong. A 16 MBit game has 16 MBits of 
Assembled data - raw binary (1 ’s and O’s) - and 
that can’t be compressed onto a disk. It has to 
be disassembled Into Machine Code In order to 
be copied. This increases the size of the file by 
as much as a factor of two. And it basically 
means that your average copier will probably 



Tricky blighter Johnny Super Wild Card don’t you know. 


You know I wouldn’t trust any load up screen that looks like an ST. 



























Jolly nogen 


The softies haven’t always suffered as a result 
of piracy. When the Amiga title Dueteros was 
due for release a version of the game 
‘mysteriously’ popped up on bulletin boards. 
Hackers down-loaded and started playing 
the game. 

An hour’s hard play was enough to get the 
pirates into the structure of this (rather 


excellent) game but It was only after Intensive 
play that It became obvious that the ‘pirated 
game’ was a cut-down version. Its release 
nothing more than a teaser - much like the 
demos which appear on the front covers of the 
Amiga mags - released onto bulletin boards to 
get the hype machine rolling for the game. Ha! 
That’ll learn ’em. 


only be able to copy games of 8MBits and 
below. If you want to copy games that are 
bigger, you’ll have to buy more memory, often at 
vastly inflated prices. 

i fought the law 

Of course, there’s also one other drawback - the 
copiers happen to be against the law. Breach of 
copyright is offence, and many companies, in all 
manner of business, enforce their rights at every 
opportunity. Policed in the UK by the Federation 
Against Software Theft (FAST - these 
organisations always have to have snappy 
acronyms don’t they?) 

Although you’re unlikely to get busted for 
owning a cartridge copier, you will not obviously 
be able to get any form of technical support, 
guarantees etc. 

and the law won 

Now It’s unlikely that you’ll know someone that 
has every SNES game ever released, but you 
can of course go to your local video shop and 
rent the games - Nintendo are in fact opposed 
to this and did try to outlaw it. (It is interesting to 
note that Sega actively encourage renting of 
their carts and Mega Drive copiers are as easily 
available as SNES ones...) There is one other 
place you can obtain copied games from... 
Bulletin Boards and this is where the real 
danger, with regards the spread of piracy, lies. 

The disks on which the copied games are 
placed are IBM PC compatible, which basically 
means that the compressed game files can be 
read and manipulated by a PC. This doesn’t 
mean they can be played on a PC, but the data 
can be stored there. 

PC’s also sport an RS232 connector, which 



Smario, that’s a made up name, rotters! 


allows a direct link to the outside world. Which 
means that the files can be easily transmitted 
from one machine to another over the telephone 
lines via modem - a device which allows the 
Interchange of files and other stuff over a 
telephone line. 

this is the modem worid 

Modem users often communicate via BBSs, or 
Bulletin Boards. These are merely computers 
with a modem and a LOT of storage space. 
Users call these BBSs and up-load and down¬ 
load files from them - either taking copies of 
what’s already there or leaving files there for 
other users. 

This is a great way to get software spread 
quickly and many companies use BBSs to 
spread upgrades of their programs this way. 
However, BBSs can also be used by pirates to 
spread ‘cracked’ - computer slang for pirated - 
software. Since cart copiers have become 
available, the spreading of pirated console 
games has been unbelievably fast - most pirate 
BBS’s are In the USA which means that once a 
game comes out in the US, it’s bought and 
copied by someone there, up-loaded to a BBS, 
and all it takes is one call to the States and the 
brand new game reaches our shores the same 
day. Hence, Mortal Kombat was available on 
disk two months before the fabled Mortal 
Monday. 

So what’s the point of piracy? Why do people 
do it? Well, firstly folk don’t like to wait. It’s good 
to have a cart before any of your friends, 
especially if it’s one of the year’s real biggies, a 
Mortal Kombat or a Street Fighter Turbo. That’s 
why grey importers still exist. If gamers were 
willing to wait, they’d be out of business since 
the recent weird exchange rates have slashed 
their profit margins. And pirated software is 
available early. Home piracy also seems to 
promise cheaper carts, with disks weighing in at 


45 pence as opposed to £45 for a cart. But this 
Isn’t necessarily the case. To get the best 
selection of stolen software you’re going to need 
a copier, computer and a modem. A pricey 
package, that requires stacks of carts to be 
‘cracked’ before it even begins to make sense. 

In fact the only possible defendable solution 
for piracy is that of fun - and we’re not talking 
game play here. In the US a new culture has 
grown up with coders dragging ‘pirated’ 
software down from bulletin boards then taken 
on to PCs. Then the code is manipulated and 
modified to create all manner of new elements to 
the game. New intro’s have been added to 
games, new outro’s and even new features have 
been added to these re-constituted games. With 
the release of Mortal Kombat the race was on to 
re-introduce the death moves via a software 
patch. Still a technical breach of copyright, the 
software was still stolen and changed without 
any form of payment or permission. They’re still 
stealing, but at least they’re being creative. 

stop it, now 

Piracy is a growing problem on the SNES. Sure 
cart prices are too high, but theft isn’t the 
solution. With the current availability of copiers it 
risks dragging consoles down to the precarious 
profit levels experienced by floppy publishers. 

The expense of cart copiers and the technical 
hassles Involved have to be considered. They do 
mean you can copy any cart that finds Its way to 
your Super NES. But grabbing the first 20 games 
that come your way now, could well mean that 
there are no games to steal tomorrow. II 

Game Zone in no way endorses or condones 
piracy, in any of It’s many forms. Don’t use Wild 
Cards or any other kind of copying device 
because we’ll all lose out. The one pictured here 
was used purely for Illustrative purposes. 

FAST can be contacted on 0628 660377. 




The thing is... innovative games like this will never happen again if we back piracy. 


‘Here you go you faker.’ Says Blanka. ‘But I’m the real Blanka!’ Says Blanka. 
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Jonathan Nash hates bad 
games, lenient marking, 
things that cost X pounds 
and 99p, bad games, 
lenient marking and 
games that are not good. 
He loves telling us all 
about this sort of thing, 
so here’s one bloke’s 
view of 1993. (His.) 

H ello, statistic fans, Jonathan here. I’d 
like to talk for a moment about 
scores. Marks, if you will. The 
complicated system whereby your 
friend the reviewer comes up with 
that number at the end of the page. 1993 saw a 
grand total of 96 SNES games reviewed in Game 
Zone, scoring an average of 74. Was this 
because last year’s games were, on the whole, 
very good indeed? No. It was because everything 
was vastly overrated. It’s true - a game 
described as “average, average, average’’ 
wouldn’t get 50 (as you’d expect) but, er, 72. 

Well, no more. With carts now costing upwards 
of £50, a game has to be damn special to get 
anywhere with today’s Geezer reviewing board. 
“Go on, softies,” we say in swaggering terms. 
“Our starting point is that your games are crap 
and overpriced. Impress us.” No to yet more 
platform games. No to yet more beat ’em ups. No 
to yet more interestingly doctored celebrity 
photographs, but that’s another story. 

So I’ve been given special dispensation to 
revisit last year’s games from more of a rousingly 
harsh viewpoint, using the patented Is This 
Better Than Chaos Or What Then? rating system. 
The results are presented in the following highly 
logical and super manner: Name/Publisher/Price/ 
Issue containing original review/OrIginal Mark, so 
even Jimmy Clltheroe could follow them. 



Run, Ripley. Run like a seam unravelling over time. 


A«ro the Acrobat 

Sunsoft/£55/issue 14/84 

Excellent fairground and circus based game with loads of 
variety (you get to zoom down a river in a barrel and ride 
a roller-coaster and bungee-jump and everything) but 
with some horribly tricky and frankly rather average 
platform levels before you get to the good bits. Slightly 
silly, really. 

New rating: 84 

AliM3 

Acclaim/£50/issue 7/90 

Top licence which completely ignores the film and has 
lots of aliens and guns and, er, platforms (but trust us). 
Very polished, very playable and remarkably messy, and 
the review contains the world’s most tasteless Joke. 
Plenty of lasting appeal too, with seven missions, no 
continues and three difficulty levels, and we’re serious 
about that Joke. 

New rating: 90 

Allen Versus Predator 

Activision/£45/issue 9/35 

A beat ’em up, except you can shoot the aliens, so that’s 
the end of that then. 

New rating: 6 

Asterfx 

lnfogrames/£45/issue 11/76 
A platform game. With Asterix in it. 

New rating: 48 

Batman Returns 

Konami/£45/issue 8/84 

A beat ’em up. With Batman in it. Actually, a slightly 
better than usual beat ’em up (with Batman in it), 
boasting splendid graphics and a nice ‘feel’ for the 
atmosphere of the film, which was only marginally less 
horrible than the first one but there you go. Surprisingly 
good fun, nicely tough, and at least there are no 
platforms in it. 

New rating: 67 

D^it of tha Bost 

Nintendo/£40/issue 6/76 
No it isn’t. 

New rating: 31 

Blazing Sklos 

Nintendo/£40/issue 3/29 

A fantastically good idea - dogfighting in a World War One 
biplane - has been destroyed by a combination of inept 
design, incompetent programming and a risible underuse 
of the SNES. The only good thing you can say about 
Blazing Skies is that it hasn’t dissolved parliament, 
attempted to annex the Kagera area of Tanzania and 
eaten several political opponents. 

New rating: 3 

Bluoo Brothort 

Titus/£40/issue 5/78 

A platform game. With the Blues Brothers in it. 

New rating: 48 

BOB 

Electronic Arts/£45/issue 8/77 

A platform game. With BOB in it. BOB is a comedy insect 
with a gun who comes up with hilarious quips when he 
gets killed (“Who’s gonna believe this?’’) or when he kills 
a boss monster (“Boss shootin’, eh?’’) or when he breaks 
down and confesses everything (“It’s a very average 
game with repetitive levels and nothing at aii beyond the 
main character’’). Ah, BOB, we love you. 

New rating: 59 

Bomberman 

Hudson Soft/£45/issue 9/87 

A game where you run around a maze and blow the other 
players up. We’ve been banned from playing this during 
the last two weeks of an issue, simply because it tends to 
swallow up the last two weeks of an issue. Outrageously 
expensive to kit out properly (£45 for the cart, £25 for 
the five-player adaptor, say £24 for two extra Joypads 
because, and this is something most people miss, the 
maximum number of players you can have is four) but 
incredibly well worth it. There’s a strong case to be made 
for this being the best game of all time; the only flies in 
the ointment are that the single player mode is crap, and 
it tends to swallow up the last two weeks of an issue. 

New rating: 96 

Bram Slokar’s Dracula 

Psygnosis/£45/issue 11/80 

A platform game. With hardly anything to do with Dracula 
in it. What’s the point, eh? 

New rating: 54 

Brawl Brothara 

???/£50/issue 8/72 

A beat ’em up. With nobody of any interest at all in it. 

New rating: 48 




Bubay ttia Bobcat 

Nintendo/£45/issue 10/85 

At last, the SNES has found its Sonic the Hedgehog. 
Except it’s very ordinary indeed. If the programming of 
Bubsy took a year, nine months would have been spent 
on designing and animating the main character, with the 
remaining three months spent shopping, and the game 
itself cobbled together one afternoon by the man who 
polishes the drawing pins that hold up the office posters. 
And everyone calls it Busby the Bobcat anyway. 

New rating: 51 

Cal Rlpkaii Junior Baseball 

Mindscape/£45/issue 9/50 

Dreadful sim bearing as much relation to ‘real’ baseball 
as Cal Ripken Junior does to Sammy Davis Junior. 

New rating: 24 

Captain America and the Avengers 

Mindscape/£50/issue 13/21 

It’s a stunningly poor beat ’em up. It stars some comic 
book characters. It’s a stunningly poor beat ’em up 
starring some comic book characters. 

New rating: 14 

Championship Pool 

Mindscape/£45/issue 13/84 

Go on, name a bad pool or snooker game. You can’t, can 
you? For some freaky reason, every attempt at 
transferring these games to computer, from CDS’s Steve 
Davis Snooker to ‘Sir’ Geoff Crammond’s 3D Pool, has 
been very, very good. And Championship Pooi is no 
exception. Two-player mode, tournament mode, trick- 
shot mode, it’s all here. Another fine pool game, really. 
(See? It’s really freaky. We think about it a lot.) 

New rating: 84 

Claymates 

lnterplay/£45/issue 12/88 

This is a delicious surprise - a platform game with 
imagination and style. Claymates is entirely silly 
(everything takes place in people’s back gardens, and you 
get a range of characters to play, each with suitably 
foolishly clay-based powers) and, while there’s nothing 
actually staggeringly innovative to it, what’s there is 
freshly presented and alarmingly good fun to play. Have 
an extra mark for effort. 

New rating: 89 

Conflict 

Vic Tokai/£45/issue 13/55 
An old-fashioned wargame, ie a terrible one. 

New rating: 35 

Cool World 

Ocean/£45/issue 7/20 

Another rib-tickling example of buying an expensive 
iicence then - no, contain yourselves - completely 
forgetting about the game and having to mash out 
something with platforms in. Guffaw. Sob. 

New rating: 2 

Cybomator 

Konami/£50/issue 9/88 

Somebody clomps around in a big metal suit which packs 
a gun that can fire in ali directions. Thoroughly enjoyable, 
ridiculously violent shoot ’em up action. 

New rating: 90 

Death Valley Rally 

Sunsoft/£55/issue 4/60 

You’ve got the licence for Wile E Coyote and the Road 
Runner. Right, here’s an idea. Remember Cliff Hanger? 
Well, you update that. Each level sees a series of parcels 
arriving from Acme, and you have to use the items within 
to build a fiendishly complex trap to catch the Road 
Runner. But if you get it wrong, it rebounds on you in an 
incredibly funny way. You don’t - and I’d Just like to make 
this perfectly clear - you don’t do a platform game. 
Especially not - and, again, I’d like to stress this point - 
an ill gibbonly poor platform game that costs £55. 

New rating: 7 

Des«rt Strike 

Electronic Arts/£45/issue 3/88 
Conversion of the Mega Drive game involving flying 
around in a US helicopter and shooting Middle Eastern 
missile bases, tanks, chemical weapon factories, er, 
yachts and school buildings. Morally indefensible but 
excellent fun. Real life, eh? 

New rating: 88 

Dr Franken 

Elite/£45/issue 14/71 

A platform game. With Frankenstein’s Monster in it. 

New rating: 48 

DrakkhM 

lnfogrames/£45/issue 5/88 

No-frills RPG patterned around, er, patterns. (You have to 
perform the tasks in the game in a set order to make any 
headway.) Looks clumsy now despite the first-person 










perspective, what with Zelda and the like, and performing 
everyday RPG actions such as passing around objects 
and checking up on how everyone’s feeling is 
unnecessarily complicated, but it’s still worth a look. 

New rating: 69 

Equinox 

Sony/£50/issue 14/87 

Isometric 3D arcade adventures have been around on 
home computer since 1983’s Ant Attack. And let’s be 
honest here, the vast majority of them have been 
perplexingly dull. (But nobody seems to have spotted this, 
because the graphics looked so exceptionally fab.) 
Equinox is the first edge-on game on the SNES and, yes, 
it does have exceptionally fab graphics. And spooky 
music. And it’s perplexingly dull: tricky to control and 
with a hope-dashing amount of wandering around for no 
apparent reason. Welcome to the world of isometric 3D, 
a-ha ha ha. 

New rating: 58 

Exhaust Heat 2 

Seta/£50/issue 7/73 

Racing game with an extra chip which excitingly fails to 
be Mario Kart. 

New rating: 56 

Final nght 2 

Capcom/£55/issue 10/71 

Appalling beat ’em up with three moves per character 
and six levels you’ll finish in two hours tops. But, hey, it’s 
got nice graphics. And if you look closely, you can see 
Chun Li and Guile in the background scenery. Oooo. 

New rating: 29 

First Samurai 

Kemco/£45/issue 11/61 

Conversion of the sweeping Amiga game which 
drastically cuts back the playing area and manages to 
miss out just about everything that made the original so 
good in the first place. Okayish while it lasts but you’ll 
finish it in two days and be left with something that just 
goes “Oh no, my sword,” in an amusing fashion. 

New rating: 42 

Formation Soocar 2 

Human/£50/issue 10/88 

Hurrah, another average footy game. Bought Sensible 
Soccer yet? 

New rating: 50 

Qoorge Foreman’s KO Boxing 

Acclaim/£45/issue 6/60 

A stunningly awful boxing game, quite probably written 
by programmers who’d been repeatedly punched in the 
face for several hours beforehand. 

New rating: 28 

Qods 

Mindscape/£40/issue 4/92 

A platform game. With some gods in it. No, hang on, there 
aren’t any gods in it. You’re a sort of Hercules character 
and there are lots of mediaeval monsters lurching around 
in a belligerent manner. Traps and puzzles consist of 
throwing various switches and hanging around to see if 
doors open or spikes shoot out of the floor and, to be 
honest, it’s all slightly dull. Very nice presentation, but a 
merely competent game. 

New rating: 67 

Incredible Craeh Dummies 

Acciaim/£50/issue 14/65 

A platform game. With the Crash Dummies in it. And they 
keep losing their limbs in a really disturbing manner. 

New rating: 48 

JakI Crush 

Naxat/£55/issue 5/78 

Large and pleasingly skilful pinball game with an 
enjoyably gruesome theme (lots of devils and dragons 
and stuff) but which is marred by sticky flippers. Pinball 
fans can still do no better than Revenge Of The Gator on 
the Game Boy. Telling, eh? 

New rating: 78 

James Pond’s Crazy Sports 

Ocean/£40/issue 11/88 

Multi-event get your friends round sort of game with 
James and company engaging in events such as ‘the 
100m splash’ and ‘the tour de grass’. It’s supposed to be 
wacky and fun for all the family, but in fact manages to 
be both twee and irritating. 

New rating: 53 

James Pond 

Ocean/£40/issue 5/93 

A platform game. With James Pond in it. Hahaha. 

New rating: 48 

Jimmy Connors Tennis 

Ubi Soft/£45/issue 6/70 

The second-best tennis game (after Super Tennis). But 


it’s second-best by a very long way indeed (and is in fact 
slightly crap). So get Super Tennis instead. 

New rating: 59 

Joe and Mac 2 

Data East/£45/issue 5/89 

A platform game. With Joe and Mac in it. Fun and cute 
and clever, but not, I fear, really quite fun and cute and 
clever enough. 

New rating: 74 

John Madden ’93 

Electronic Arts/£40/issue 4/80 

An okayish sim of the incomprehensible and largely 
random ‘sport’ which is not as good as the Mega Drive 
version, as if that makes any difference. 

New rating: 73 

Jurassic Park 

Ocean/£55/issue 13/78 

A sort of one-player Gauntlet with justifiably acclaimed 
first-person 3D bits. A huge improvement on a platform 
game and initially very exciting and different, but slightly 
too fiddly to play, and once you’ve figured out where 
everything is you’ll finish it in about two hours and never 
load it again. Very much a step in the right direction 
though, and one to be applauded loudly as you repeatedly 
fail actually to hand over £55 for it. 

New rating: 68 

Kevin Keegan’s Player Manager 

lmagineer/£45/issue 12/66 

Part football game, part management game, part Kevin 
Keegan (or something) but the whole is less than the sum 
of its parts (or something). Definitely the top footy manny 
game available, if only because there aren’t any others. 
New rating: 66 

King Arthur’s World 

Jaleco/£50/issue 3/92 

Combat Lemmings, more like. Use your newly-purchased 
mouse to send hundreds of dinky warmongers around the 
screen attacking things and capturing castles. Top fun, 
but (necessarily) fiddly. And you really do need the mouse 
because playing with a joypad is practically impossible. 

Or possibly impractical. Whatever. 

New rating: 90 

Lagoon 

Kemco/£45/issue 12/76 

Acceptable RPG, but why bother when you buy Zelda 4 or 
Sticky Ninja? Eh? Eh? 

New rating: 60 

Lamborghini Amarloan Challsnga 

Titus/£45/issue 14/70 

Crazy Cars 3 re-released, but no less grey the second 
time around. A bit of cleverness in the ability to challenge 
local (SNES-controlled) champions and bet large sums of 
money that you’ll win, and the police are neatly handled 
(you can get them to chase someone else by slowing 
down at the critical moment) but there’s really not 
enough to make it stand out from the crowd. Again, look 
for Mario Kart or Rocky Roll. 

New rating: 65 

Lathal Waapon 

0cean/£45/issue 6/80 

A platform game. With guns. “Not based on any one film, 
but inspired by ali three,” say Ocean. That’s as maybe, 
but it’s still a platform game. With guns. 

New rating: 62 

Lost Vlldngs 

lnterpiay/£50/issue 9/90 

Ciever platform game with three different characters (one 
can jump, one can attack things and the third makes 
iunch or something) and plenty of fiendishish puzzles. A 
specialised taste, but definiteiy the best triple character 
platform game involving vikings this year. 

New rating: 90 

Mario All-Btara 

Nintendo/£55/issue 11/92 

Four Mario platformers in one pack. What a barg, eh? 

New rating: 90 

Mario and Wario 

Nintendo/£65 (import)/issue 13/76 

A sort of puzzie game where Mario and company wander 
around with buckets on their heads and you have to 
toggle various blocks so they get to the end safely. Vastly 
overpriced (especiaiiy when you have to buy the mouse 
as well), tediously simple to play, embarrassingly easy to 
complete and easily the worst Mario game (because you 
couid play Yoshi’s Safari in presidential assassin mode). 
New rating: 38 

Mario Is Missing 

Mindscape/£45/issue 11/61 
Good. 

New rating: 44 



Gape, Olaf. Gape like a cape with the wrong giottal stop. 





Slouch, Link. Slouch like an elf with an unhealthy paunch. 



Sink, Luigi. Sink like an unhappy bagful of puppies. 






















Salute, Luigi. Salute like an elderly Bolivian. 



Gesture, Shang Tsung. Gesture like a small concession. 



Spin, drivers. Spin like the driveshaft of a rotary mower. 


Mickey's M^lcal Quest 

Capcom/£50/issue 3/93 

Disney spesh platform game, so it looks fabulous but 
could be finished in two goes by a talentless oik. 
Devilishly handsome though, and a recommended buy for 
people who just enjoy platform games for their 
platformness rather than playability, and talentless oiks. 
New rating: 80 

Might and Magic 2 

Elite/£60/issue 14/60 

Endless statistics, cardboard graphics, boring fight 
scenes and a quest so big and shapeless you just don’t 
want to bother. Everything you always hated about RPGs 
In one easy-to-avold package. 

New rating: 30 

Mortal Kombat 

Acclaim/£60/issue 11/68 

Let’s be honest here - as far as beat ’em ups go there’s 
SF2 and then there’s everything else. Mortal Kombat is 
no different to all the others, ie it’s crap. Each character 
has identical moves (a missile attack, a flying attack and 
a trying to be unique but fooling nobody because it’s 
exactly the same as punching someone in the head 
attack) and you can go through the whole thing if you 
keep using Deadbloke’s spear move. It’s all blood and 
gore and death moves but no game, and Nintendo have 
taken out the blood and gore and death moves. 

New rating: 47 

Mr Nutz 

Ocean/£45/issue 14/63 
A platform game. With a squirrel in it. 

New rating: 32 

NBA All-Star Challeiige 

Acclaim/£45/issue 8/67 

Five basketbally mini-games that aren’t very good. The 
Game Boy version had a sixth mini-game, but that was 
even worse, so two extra marks there. 

New rating: 37 

NCAA Basketball 

Nintendo/£45/issue 4/88 

Hearteningly playable action basketball game with large 
amounts of Mode 7 graphics. Maybe too much Mode 7 
actually (it does tend to get a mite confusing with 
everything spinning around) but that’s a chance you have 
to take in today’s world. 

New rating: 77 

NHPLA Hockey 

Electronic Arts/£45/issue 5/85 
Upgrade of the original NHPLA Hockey with 
improvements in the speed, slickness and difficulty 
department. Good, violent fun with chasing the puck very 
much a second priority, but it still has that ghastly bright, 
shiny blue court. All right, it looks just like ice, but it’s 
hell on the eyes and manages to interfere with the more 
complex pile-ups unhelpfully well. Well, maybe they’ll 
release a new version with the option of changing the 
colour of the ice and call it NHPLA Hockey: Jonathan 
Nash Edition and charge another £45 for it. (See also 
Street Fighter 2 Turbo.) 

New rating: 79 

Nigel Mansell’s Worid Championship 

Nintendo/£45/issue 10/80 

Barely average racing game with Nige popping up on the 
practice courses to dispense badly-sampled advice, no 
two-player option and that really horribly irritating 
collision thing where, if you bang into a car, it zooms off 
at twice the speed while you slow down. If you want an 
accurate driving sim, go for FI Poie Position. 

New rating: 50 

Out to Lunch 

Mindscape/£45/issue 12/84 

Unexpectedly fun game involving a cook chasing his 
ingredients around, er, some platforms. (But trust us as 
you did with Aiien 3.) The graphics are packed with 
character (there are some truly horrible ‘disease’ 
monsters later on) and the game has been put together 
with care and humour (your arch-enemy is Le Chef Noir). 
A sleeper hit, as they say in cinematic circles. 

New rating: 88 

Outlander 

Mindscape/£45/issue 7/75 

Race around a post-apocalyptic landscape in your 
souped-up car attempting to find pockets of civilisation, 
then massacre everybody in sight and loot the place. 

With such a fab idea (originally the Mad Max licence), it’s 
a great pity that Outiander is, well, so damn dull. 

New rating: 61 

Pang 

Nintendo/£40/issue 5/65 

Sadly muffed version of the top balloon-bursting game. 
New rating: 50 


Parodlus 

Konami/£40/issue 3/94 

Nemesis, the shoot ’em up which standardised power- 
ups, was called Gradius in Japan and the US. This is a bit 
of a spoof of Gradius, hence the name Parodius. (Or 
Parodesis if you’re in Britain, I suppose.) The game is a 
lovely, imaginative horizontal scroller with very odd 
graphics, and it really is tremendously playable. 

Tragically far, far too easy, but very lovely all the same. 
New rating: 81 

PQATourQotf 

Electronic Arts/£40/issue 4/75 
Golf. 

New rating: 75 

Plok 

Trade West/£45/issue 14/60 

A platform game. With Plok in it. Lots of sweet ideas 
entirely fail to add up to anything more than yet another 
platform game (with Plok in it) but demand a test play 
from your local software shop because the harmonica¬ 
playing intro is unbelievably good. 

New rating: 49 

Poppy IVrlnbee 

Konami/£50/issue 8/89 

Parodius sequel that looks fantastic, plays silky smoothly 
and has a difficulty level equivalent to opening an 
ungummed envelope. Such a pity. 

New rating: 71 

Powonmonger 

lmagineer/£45/issue 9/88 

Not at like Popuious honestly sort of game with the 
emphasis on strategy and action as you control a tribe 
who wander about, eat sheep, invent new weapons and 
sail off to foreign climes and conquer them as well. While 
it ail looks frighteningly complex, it, er, well, it is. Put the 
effort in and you’ll get the fun out. It’s as simple as that. 
Or as frighteningly complex as that. Whatever. 

New rating: 90 

Pugsley’s Scavenger Hunt 

Ocean/£45/issue 6/90 

A platform game. With Pugsley in it. This was Ocean’s 
second SNES platformer (after the original The Addams 
Family) and they broke no new ground whatever. You run 
around a gleamingly-presented mansion, jump on 
monsters’ heads, collect things and generally do entirely 
expected platformy things. Is this a Mario beater? Of 
course not. What an absurd question. 

New rating: 73 

Push Over 

Ocean/£40/issue 4/65 

Cheerful puzzle game involving knocking lots of 
dominoish blocks around so the last one falls on a target. 
Ultimately repetitive (but aren’t they all). Push Over is 
pitched at just the right level of difficulty and is a fair 
amount of fun just to mess around with. Until someone 
goes the whole hog and releases a domino-toppling sim, 
this will do very nicely indeed thank you. 

New rating: 67 

Putty 

System 3/£45/issue 14/80 

A platform game. With some putty in it. That can change 
shape and absorb things. Also featuring lots of monsters, 
lots of silliness and a chap playing a Hammond organ. 
Just a pity it’s that small, unfriendly bit too hard really. 
New rating: 80 

Ren and Stimpy: Veedlots 

THQ/£45/issue 12/62 

A platform game. With Ren and Stimpy in it. By THQ. 

New rating: 24 

Robocop Versus Terminator 

lnterplay/£50/issue 14/71 

A platform game. With Robocop and some Terminators in 
it. Scandalous waste of potential, which makes an 
average game (such as this is) look even worse (which 
this does). 

New rating: 41 

Rocky Roll Racing 

interplay/£45/issue 12/90 

Buy this game. (See also Zombies Ate My Neighbours.) 
New rating: 90 

Shadowrun 

Beam/£45/issue 11/90 

Funky futuristic RPG with a spooky plot (who are you? 
What’s going on? Why are all these people shooting at 
you?) and very smart 3D graphics. And good puzzles. 

New rating: 90 

Star Wars 

JVC/£50/issue 4/93 

Top quality film licence (easily the best of all time) 


<lfj;liillaiiiiaiiia 
























featuring attractive platform bits with guns and terribly 
impressive but slightly unfortunate 3D Mode 7 bits, 
because instead of zooming forwards and exposing 
yourself to danger as the designers no doubt wanted you 
to, you can just sit still and wait for the bad guys to come 
to you, thus reducing said 3D bits to graphically 
elaborate games of Space Invaders. Still, very large, very 
playable and you’re almost ‘there’ in the film. 

New rating: 88 

Starwing 

Nintendo/£50/issue 7/95 

A straightforward shoot ’em up in shockingly fast solid 
3D. Basically. 

New rating: 90 

Street Fighter 2 Turbo 

Capcom/£60/issue 11/94 

Well, it’s SF2, but faster. And you can ‘be’ the bosses. All 
very fine, but you can’t help wondering why they didn’t 
get it right first time round. (Or second, or third, or 
fourth, etc etc.) What all these versions boil down to are 
the console equivalents of data disks - slightly different, 
slightly expanded versions of a game that you can sell all 
over again to the same people. Still, eh? 

New rating: 94 

Strike Eagle 

Microprose/£50/issue 8/84 

Top morally debatable bods Microprose ‘launched’ their 
‘high-flying’ flight sim ‘on’ the SNES to critical acclaim. 
Well, we liked it. It’s sort of Desert Strike with a jet 
fighter, although the cockpit-view 3D sometimes tends to 
fall apart. Tricky to get into, but fun in the end, even 
though you’ll never be able to face yourself again, or 
something. 

New rating: 84 

Striker 

Elite/£45/issue 10/75 

Footy game with lots of options (a player has eleven 
variable skills, you can play everything from an indoor 
game on parquet flooring to a fuil tournament thing with 
‘new FIFA rules’) but rather too many more faults: sticky 
feet (so you never bother to pass), odd 3Dish perspective 
(so you can’t see the baii if you’re running up the field), 
bizarre timing (the clock stops every time the ball goes 
out of play) and some intrusive and frankly stupid 
comments (“You’ve hit the post,’’ “You’ve hit the bar,” 
“Good move,” etc etc). Oniy worth considering because 
Sensible Soccer hadn’t been released, and Sensible 
Soccer has just been released so there you go. 

New rating: 63 

Sunset Ridsrs 

Konami/£45/issue 13/70 

Superficially interesting cowboy shoot ’em up with the 
iasting appeai of a coughing mayfly. 

New rating: 43 

Super Air Diver 

Sunsoft/£45/issue 12/66 

Mode 7 Afterburnerish piane game with bombing runs. 
The graphics actually manage to look pretty terrible, 
because all you get is a flat, unexcitingly-featured 
landscape zooming along below as some planes fly 
around and you shoot them in an entireiy unentertaining 
manner (hence the Afterburner comparison). The 
bombing sections are better, but not that much better. 
And everyone calls it Super Hair Dryer anyway. 

New rating: 52 

SWIV 

Storm/£45/issue 6/91 

Top shoot ’em up action, despite bland and generally 
iffish graphics, and a difficulty level that leaves tough 
behind at the first turn, pressed into a comer and 
whimpering in a cowed fashion. 

New rating: 91 

Taz-Mania 

THQ/£45/issue 8/53 

Obviously realising their platform games (with characters 
in) were appalling, THQ tried a new tack with Taz-Mania. 
It is, in fact, a racing game but - here it comes - instead 
of a car, there’s Taz. But, comfortingiy, it’s stiii appaliing. 
New rating: 27 

Test Drive 2 

Accolade/£45/issue 6/45 

Accurate conversion of the home computer original, 
which means it’s desperately boring and suffers from 
hopeiess collision detection. 

New rating: 12 

The Terminator 

Mindscape/£45/issue 7/75 

Rather a missed opportunity - the game is awash with 
atmosphere, but markedly less awash with piayabiiity. 
Great initial impact, rapidly followed by increasing 
frustration at the madiy tough difficulty level. 

New rating: 68 


Tetris 2 and Bombliss 

Builet Proof/£50/issue 6/83 

Another variation on Tetris. There’s stiii nothing to beat 
the originai running on the Game Boy. If only Alexey 
Pazhitnov hadn’t been ripped off, eh? 

New rating: 79 


Time Slip 

Vic Tokai/£45/issue 14/38 

Aii the shoot ’em ups you’ve ever seen combined in one 
top game, except it’s wholly awful. 

New rating: 26 


Tiny Toon Adventures 

Konami/£45/issue 5/90 

A platform game. With the Tiny Toons. But just about the 
most polished one you’ll find outside the Mario clan. 
Gorgeously animated and good fun but, yet again, far too 
easy to complete. 

New rating: 83 

Top Gear 2 

Kemco/£45/issue 12/73 
The sequel to Top Gear. 

New rating: 62 


Strike, Guiie. Strike while the iron is hot. 



Total Carnage 

Black Pearl/£50/issue 14/76 

Lots of fun as a shoot ’em up, but as a conversion of the 
magnificent coin-op Total Carnage gets 4% - it’s slow, 
censored, generally nobbled and graphically one hell of a 
mess. Just take it aii at face value, wind down to the laid- 
back pace and forget all about Smash TV (and Total 
Carnage^ come to that). 

New rating: 76 

Troddlers 

Storm/£40/issue 11/89 

Lemmings, except you move the biocks. Troddlers, you 
see, can walk up walls and along ceilings, so you have to 
arrange a limited number of blocks to form a path to the 
exit while watching out for the usual bizarre obstacles 
(including a tribe of Evii Troddlers). Oh No, More 
Lemmings (Except You Move The Blocks), basically. 

New rating: 79 

Virtual Soccer 

Hudson Soft/£50/issue 14/78 
Buy Sensible Soccer. 

New rating: 78 

Warpspeed 

Accolade/£45/issue 7/19 

An abominably poor, not to mention suicidally badiy- 
produced 3D space shoot ’em up. 

New rating: 6 


Wayne’s Worid 

THQ/£45/issue 8/55 

A platform game. With Wayne in it. By THQ. Choke. 

New rating: 11 

Wing Commander 

Mindscape/£45/issue 4/65 

The trouble with PCs is that to buiid up a machine 
powerful enough to run those monstrously impressive 
games costs noticeably more than it wouid to buy a 
controlling share in one of the iess stable Central 
European countries. But clever programming and great 
effort often means those games can eventuaily be run on 
far humbler machines, such as, fairly obviously. Wing 
Commander on the SNES. All this goes to prove two 
things: you don’t need ail that hardware to run those 
games, and Wing Commander is an extremely average 
shoot ’em up set in space. 

New rating: 54 

Wing CommandoR Secret Missions 

Mindscape/£50/issue 13/80 

Exactly the same as before, but five pounds more 
expensive. Ho ho. 

New rating: 48 

World Class Rugby 

lmagineer/£45/issue 6/82 

Impiausibiy full of Japanese anime players, a nonetheless 
top rugby sim. Plenty of thrilling option screens, some 
set plays to fiddle around with and an actuai game bit 
where you rush around and pass the bali and score tries 
and trample on people’s heads. Listen to Uncle Geezer; it 
grows on you. 

New rating: 84 

WWF 2: Royal Rumble 

Acclaim/£50/issue 9/90 

Silly thing that’s fun for half-an-hour every other week. 
Now rating: 64 

Zombies Ate My Neighbours 

Konami/£50/issue 12/91 Buy this game. (See also Rocky 
Roll Racing.) 

New rating: 91 



Fly, Commander. Fly like a fly in the vacuum of space. 



Verb, character. Verb like an unexpected noun. 






















Does anyone remember 
the cheeswire bit in Force 
Ten From Na^aroneT Why 
exactiy was that man 
standing up in his car 
anyway? Anyway, yon 
Wolfenatein 3D is a bit 
iike that. But not much. 
Cue Jonathan Nash. 

C ensorship. What is it good for? Take 
Wolfenstein. Originally a shareware 
PC game, it’s now arrived on the 
SNES in a more than slightly fiddled 
about with form. The PC plot saw 
you as a wartime secret agent Infiltrating a series 
of Nazi castles on a mission to assassinate 


Hitler, pinching stolen gold and religious 
artefacts on the way. If any Nazis got In the way, 
you shot them in the head. Can you hear 
Nintendo shrieking with terror yet? So In the 
SNES version, you’re a secret agent infiltrating 
the stronghold of ‘Staatmeister’, the leader of 
the ‘Master State’, searching for stolen gold and 
no religious artefacts at all. If any of the 
Staatmeister’s (suspiciously American-sounding) 
soldiers get in the way, you, er, well, you shoot 
them in the head. 

Thank God for Nintendo. Now there’s no 
danger of Wolfenstein offending those fine, 
upstanding Nazis In our communities. No, just a 
moment. I’ve been informed that Nintendo have 
objected to the previous sentence on religious 
grounds, and the rest of this paragraph has been 
censored due to phrases like “still shooting 
people in the head,” and “hypocrisy” and 
“stupid” and “absurd” and ''Mortal Kombat-Wke 


marketing ploy.” We can’t even bring you the 
view of Jay Wilbur, top bod of ID, the company 
responsible for the original PC game, who said, 
“We hate it. We think the game has been 
compromised.” You’ll get only good wholesome 
previews with Game Zone. 

nice things 

Wolfenstein, eh? For those of you who’ve never 
before seen the game, it’s a texture-mapped 
first-person 3D affair, which means that you 
charge around buildings of hod-quiveringly 
realistic brick. Think of the indoors bits in 
Jurassic Park and you’ve more or less got 
Wolfenstein, except Wolfenstein is far better 
than the indoors bits in Jurassic Park so there 
you go. 

It looks amazing. Defying just about everybody 
who saw the PC original and lots of other people 
































Now that’s something a couple of aspirin won’t cure. Snort. Guffaw. Choke, splutter. 


who reckoned they knew a fair old bit about the 
SNES, Imagineer’s conversion is very, very fast. 
The atmosphere created is unbeatable - as you 
emerge from the claustrophobic and disturbingly 
damp corridors into a banquet hall, you really do 
feel horribly exposed. Fears that are, we’re 
afraid, all too often realised as the far too 
sensible opposition very much likes shooting at 
you from a safely hidden position. As Indiana 
Jones is so fond of saying, “Suspiciously 
American-sounding minions of the Staatmeister. 

I hate those guys.’’ 

As you make your way through the castles, the 
forcibly drafted and poorly trained ordinary 
minions give way to armoured vest-wearing elite 
squads, officers with machine-pistols and rabid 
Alsatians, except they’re called rats because, of 
course, you can’t shoot rabid Alsatians. Dead 
minions yield up all sorts of good things, 
including whatever funky weapons they were 


carrying, and poignant photographs of their 
sweethearts who are waiting, waiting, waiting 
back home on the heavily-mortgaged but 
lovingly restored farm for Hans to return. Or 
Chuck more like. 

Anyway, we only managed to get a quick go 
on the game before Imagineer whisked it away 
for some final tweaks, but it seems to be shaping 
up nicely, and should almost certainly be 
something to look forward to for next month. Oh, 
and the programmers say hello. Exclusively. M 
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There’s that picture again. It scares me slightiy. 



1. It actually refers to two separate 
people. “It’s Wolf, it’s Stein, it’s 
Wolf and Stein,” quipped the 
designer, but somebody misheard 
and the rest is history. 

2. There was a sumptuous banquet 
laid out in celebration of finishing 
the game, and someone shouted, 
“It’s wolfing time.” But they were 
misheard and the rest is history. 

3. Einstein was walking in the 
woods of Zurich when a starved 
wolf came bounding up behind 
him. A close friend warned, “Wolf, 
Einstein.” But somebody misheard 
him and the rest is history. 

4. Baron Frankenstein defied God, 
but somebody misheard him and 
the rest is history. 

5. It was originally called Shoot 
Nazis but Nintendo objected. 































It’s Mario’s Time Machine, but wait isn’t that Bowser’s? 

It appears that lesson have been learnt from the 
last of the Mario suffers the little children to 
come unto him series Mario Is Missing. For a 
start there is less aimless wandering around and 
more menu driven chat. There Is also a lot of 
information to take in but best of all there is a 
gameplay section. Mario surfs through time and 
has to pick up mushrooms and avoid mines, it 
only last minutes but It is fun. 

For an unexpurgated review of the game tune 
in next month. If by the way the youngster you 
have been questioning has scored nil then you 
can obviously see the worth of this game, if they 
have scored one or more they were being silly 
and should get themselves a more responsible 
outlook and drink less Coke. II 

a) Twice 

b) False, it was Kenneth Brannagh 

c) Lighthouse. 

* Accent supplied by Xenophobic Studios (stereotype division), 
Millwall, many thanks. 


time box 

Out: February Price: £49.99 
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Mario is a squat brand ieader 
who persuades miliions and 
stars in Marions Time Machine, 
Simon Kirrane is just squat. 


sister and he wants them to learn and do well at 
school and more specifically at history. 

At this point in the preview you will need to 
bring a sibling (5-10 year olds only I’m afraid) 
into the room and ask them a few questions as 
we go on. Mario's Time Machine is a learning 
game, tied in with The National Curriculum that 
uses Mario as a guide through history to some of 
the most important people the past has to offer. 
Now turn to the youngster in the room and ask 
them this question (answers at the bottom of the 
page): a) Cleopatra was married to Richard 
Burton, how many times? 

The storyline of the game has it that Bowser 
has stolen items from famous people in history 
to start off a museum, but the items he has 
stolen are preventing the famous people from 
doing what they’re famous for, so that Da Vinci Is 
being prevented from finishing the Mona Lisa, 
Magellan can’t circumscribe the globe and Plato 
is finding it difficult having a non-sexual 
relationship with the women in his life. 

The problem with the plot Is that, if the famous 
people are diverted from their paths to greatness 
then they won’t be famous and so Bowser’s 
museum will be a waste of time. It would have 
the apple of Newton, the man who didn’t 
discover gravity. Which Is a silly museum, for 
example in my silly museum I have the feather of 
Albert Merchampsiehausenbingly the man 
famous for not travelling in space, inventing the 
helicopter and writing Holinshead’s Cronicles . 

b) Shakespeare wrote Much Ado About 
Nothing, True/False. 

You control Mario through time to solve all the 
problems raised by Bower’s lack of backward 
planning. To do this you are armed with the 
stolen object and a pamphlet. The pamphlet has 
gaps in the text which must be filled for you to 
progress and this means learning from the game. 

c^ Eddison discovered the...? 


B rands, don’t you just love ’em, I just 
learnt that in Britain alone £2.4 million 
Is spent on Coca Cola every year. Not 
bad going that, I mean how much 
does a can cost 50p tops, we must be 
mad, how do we do that? 

The thing is Coke doesn’t yet have a cuddly 
brand symbol, it just sponsors people and 
creates ads that tell us to drink caffeine to live 
and that ‘this Is it’ (an enigmatic line apparently 
stolen fro De Niro in Deer Hunter). What they 
need is a cuddly guy, some chap in a red suit 
saying ‘Hay meester whadda ya know? Eef you 
dreenka coka you be ’appy oil of youra life’*, if 
they pulled that of then maybe they could get us 
to spend four or eight mill on their brand. 

meester nice guy 

Still Coke could try that but they’d be competing 
against one of the nice guys of brand. You see 
Mario has made his money and now he wants to 
help people. People like your younger brother or 


Fake valentines galore at the wiggy bloke convention. 



The plucky plumber with the heart of gold tries to add an eiement of fun to the seige. 


Leonardo and his famous La Giaconda, not as famous as Mario is it though? 





















Basketball. Jonathan 
Nash loves it. 

B asketball, wittily, is a game where you 
throw a ball into a basket. It also 
seems to inhabit an entirely different 
plane of existence, if the instruction 
manual for this game is anything to 
go by. “Create zig moves for rad rookies,” it 
yells. “Last time I bit the ball fake. Got faced with 
the signature two-handed gorilla dunk. I own this 
lane. Welcome to my house,” it babbles 
Incomprehensibly. No doubt we can look 
forward to hundreds of reader letters written 
using this ghastly sub-language. 

EA are well-known for their stat-packed Mega 
Drive games, and it looks as if NBA Showdown 
is set to carry on the tradition on the dear old 
SNES. You can’t move around the game without 



Right, that’s it. I’m off to become an egg-timer. 


stumbling into boxes of statistics. Real-life 
players rub shoulders with, well, lots of other 
real-life players on real-life courts in real-life 
matches. It’s just like real life, except, of course, 
it’s just a game. Or is it? Yes. 

an expert speaks 

As today’s basketball is impenetrably complex, 
we’ve brought in an expert to run through the 
features of the game. Step forward, Plutos 
Schwamwinder. 

“Yo, stormbodies! NBA Showdown has ALL 
the stunkiest moves of ALL the papsmackingest 
players. Grabble! Even the inotropic olibanum 
can’t beat THIS trema. Catch my xebec! There’s 
no whortleberry when these hygrophilous 
synizeses slam on the court!” 

At this point, Plutos was tragically mown down 
by a combine harvester after several attempts. A 
team of linguists pored over his final words and, 
yes, they did make no sense whatever. So it 
looks like it’s back to leafing through the manual 
and Inventing things and stuff. (Previewer leafs 
through manual and invents things and stuff.) 
Hmmm. Special moves... three modes of play... 
arcade or sim mode... aggressive play... ball¬ 
stealing... tuxedo-renting... and stuff. Yo ho. 


time passes 

Er, well, we tried to play the game but really had 
no chance of making out what was going on. We 
pressed some buttons, some players ran around 
and the SNES team won by fourteen points to 
two. It looks as though we’ll be needing to read 
the instructions thoroughly to get the best out of 



Hello, I'm replacing the Young Merlin caption writer. 



Aaaaaaaaaaaaaaaaaaaaaaaaaarrrrrrrrrrggggghhhhhhhh. 



Hello, I’m another replacement caption writer. 



Here are some basketball players. (I’m proud of that one.) 


NBA Showdown, and since that’s exactly the 
sort of thing you have to do in reviews, we’re 
spared from having to do it now. Ha. ■ 
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Golf is such fun. It is more fun than, for example, jumping over a five-bar gate. 





THE HCJLE IS SIMPLY 
LAID OUT. IT ’S A 

CHANCE FOR BIRDIE.' 

_ ____ __ . - - 


A chance for Birdie to do what? And who exactly Is Birdie anyway? It’s beyond me. 



Jonathan Naah loves golf 
like a brother, but was 
sadly violently beaten up 
by his brother at the age 
of three. 

hat is golf supposed to be, 
anyway? Lots of crap comics 
stand around, tell each other 
how brilliant they are and then 
take a very long time to hit a ball 
towards a small hole. And yet televised golf 
attracts millions upon millions of viewers. What 
does this prove? That people who watch 
televised golf are appallingly stupid, basically. 

In the Interests of fostering good relations with 
appallingly stupid people, we’ve a suggestion as 
to how golf can be, let us say, made more 
exciting or, indeed, less of a waste of time. 
Combine the best bits of golf - the standing 
around, the waving an expensive stick - with the 
best bits of Death Race 2000. A typical game 


You have no money and hence will be shot. 


could then go something like this. 

Tarby: Hello Brucey. Loved you on Live At The 
London Palladium. 

Brucey: Hello Tarby. Thought you were great on 
Tarby Tonight, you old bottle-opener. Just 
kidding. (He tees off; a fine, straight drive.) 
Tarby: Top shot, Brucey. (He tees off; an equally 
fine, straight drive.) 

Brucey: You’re wonderful, Tarby. 

(They amble along the green, but are suddenly 
run down by a souped-up Volkswagen Beetle 
studded with nine-inch spikes.) 

Tony Jacklin (commentating): Oh, bad luck. 

But anyway. 

flog 

Major Title is a commercially sensibly-retitled 
game called Irem Skins. This means that you 
play golf for money. Large amounts of money, 
actually, with a pot per hole, so there’s more of 
an incentive to push a little ball around lots of 
sculptured grass. You get a choice of four 


Select your player. There are four players. Select one. 




players, with cleverly indicative names like Mr 
Longshot and Ms Stronggreen, but sadly no Mr 
Alwayswins or Ms Notaversetocheating. A 
regrettable oversight. 

Irem have obviously given a lot of thought to 
the control method, because it’s splendidly easy 
to use. A line of options allows you to change 
the club, power, stance and attractive trousers 
Involved, and there’s a jolly nice 3D bit where 
you sort of rotate the landscape about your 
golfer to determine the direction of shot. Just the 
sort of attention to detail you expect from the 
people who brought us R-Type, or something 
equally vacuous. 

did you know 

... that Robert Pershing Wadlow was the tallest 
man who ever lived? Roy Castle sang a song 
about him and everything. Impress your friends 
with this fact, and don’t say we never tell you 
anything in previews. 


ogfl 

Can Major Title succeed in making golf fun to 
play? If you hold down button B does it build up 
your power until you rip loose with a crippling 
laser shot? All will be revealed in next month’s 
exciting Issue of Game Zone and Its spin-off 
range of pantomime videos. (I've not been so 
entertained since 1926. TB Falsename.) ® 
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Flashback 


ONE STEP AHEAD GAMING 

0.S.A Gaming, PO Box 79, Haslemere, Surrey. GU27 3YZ. Fax 0428 654856 


WE DEAL IN THE BEST! WE DEAL IN 
SDPER NES AND JAGUAR USED AND NEW. 

Phone OSA' Gaming and recieve 

FREE membership to the fastest growing 
used gaming club in Great Britain. 

Why pay full price for a new game, when you can 
trade in unwanted games for money off, and 
why pay new prices if it’s an older title, buy a 
used copy! We guarantee everything bought 
from us, new or used. All latest games in 
stock for trade-in or to buy new. Here is a 
selection of our used games. 

N£W GAMES 


}.00.(SENSI. SOCCER £CALL 


USED GAMES 
SFII TURBO ti 
MORTAL KOMBAT FLASHBACK £CALL 

ALLADIN R-TYPE3 £CALL 

ZOMBIES ^ MADDENS 94 £CALL 

SECRET OF MANA^^sliOO ACTRAISER 2 £CALL 

__ 


Opening times: Mon - Sat 10am - 7pm, Sun/Bank hols 11 am - 6pm. Please add £1.50 for games and 
£10.00 for consoles P&P. Please make all cheques and postal orders payable to O.S.A GAMING 
We aim to despatch games 1st class, recorded delivery within 24 hrs of payment clearance. 



Sega Saturn - worlds apart? 

Edge uncovers Sega’s incredible new 
console, with full specifications and inside 
information from Sega Japan 

Sony PS-X - The most powerful console 
ever created? Edge delivers its astonishing 
specs and describes what top games are 
already on their way 

The Hard Sell - An expose of how 
manufacturers made you buy their 
videogames this Christmas 

Jaguar - the world’s first 64bit console. 
Edge digs deep to discover what its 
creators and programmers really think 
about Atari’s new machine 

Argonaut Software - the creators of 
Nintendo’s Super FX chip give Edge an 
exclusive look at their next wave 

And that’s only scratching the 
surface of the world’s finest 
videogaming magazine... 



The future of videogaming 


Issue five onsale at selected 
newsagents now 







































I’ve never understood this prehistory business. 



I mean, where exactiy do you draw the iine? Is there some kind of arbitrary date? 



pnlistorik 

Jonathan Nash 
doesn’t have a C in 
his name, otherwise 
he couid have 
comicaiiy replaced 
it with a K. 




T here are eight million stories in the 

naked city, and Prehistorik Man is one 
of them. Actually it’s four stories if you 
include the anecdote about the yellow 
parrot, and the tale of the piratical 
trout, and the other one, but that’s by the by. 

The story we’re interested in is the one about the 
fat cavebloke, or in other words. Chuck Rock. 
Prehistorik Man. Tch. 

exciting buiidup 

No, look, it was an honest mistake. Both games 
star fat caveblokes and both games are 
(strainnnnnnnnn) platformers. But then 
Prehistorik Man and Chuck Rock diverge 
spectacularly, for Chuck’s raison d’etre is saving 
his wife, while Prehistorik is hunting for his 
lunch. Take note of these important differences. 
One is rescuing a wife, the other is ravenously 
hungry. Rescue, and hunger. As different as 
chalk and something different to chalk. 
Prehistorik Man started life as Prehistorik on the 
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Corks, the responsibility. Ooo. We are suitably cowed. 


CPC. And it really was amazingly impressive, 
because the programmer Was Actually 
Competent. He knew how to exploit the machine 
to achieve its full potential, exactly like the 
people behind Last Action Hero didn’t. And so, 
while Prehistorik was little more than an obvious 
(strainnnnnnnn) platformer, the care that went 
into it resulted in a really nice and playable 
game. “It’s a really nice and playable game,’’ 
said top CPC mag Amstrad Action at the time, 
probably. “It is a console game, but on the 
CPC,” they added, possibly. 

And now Prehistorik has come to the SNES 
and the Game Boy. With the word Man added to 
the title, because we’re all very stupid and will 
think the main character is one of the rocks or 
something. All the clubbing over the head, 
appalling gluttony, secret bits and cartographical 
pen supplementary reservoir-exhaustingly large 
levels have been left intact, and the original 
programmer is writing the Game Boy version, so 
let’s hope for lots of lovely spit and polish there. 
And with the SNES game, obviously. 



It’s official: history starts on June 14th, 1279. Hurrah. 



Perhaps it’s up to us to set a date to mark prehistory. 


exclusive interview 

With us in the office we have Bill P Exclusive, a 
manufacturer of artificial limbs. “If It’s an artificial 
limb, it’s an Exclusive,” quipped Bill in response 
to our question about Prehistorik Man’s 
gameplay, so that was no use at all. 


another bit 

So there you have it. It’s too early to say what 
the game is like (7:20, chronometer fans), but if 
all goes according to plan, Prehistorik Man could 
well be a console game, but on the consoles. 

No, hang on. 11 


fakt box 


Publisher: Titus Release: March 
Price: Rock and Gravel in the 
Bouldermobile 



















N BA Jam is a simple game. One of 

your two tall blokes runs up the pitch 
bouncing the ball along the ground, 
attempting to steer clear of the two 
lanky defenders. Your first tall bloke 
passes the ball to your other tall bloke who leaps 
up and stuffs It In the basket. That’s it, no more 
no less. Four people who aren’t noted for being 
short, bung a ball about and occasionally 
stuffing it through a hoop that’s hung an 
infeasibly long way from the floor. Well, It 
couldn’t exactly be called intellectually taxing. 

But then since when has grey stuff had 
anything to do with sports sims or coin op’s? 
Which is rather lucky for NBA Jam, really, if you 
think about it, sort of. It was an arcade you see, 
and it’s all about basketball. Well it’s kind of 
like basketball but with all the boring bits taken 
out. The result is a two on two, four player, 
dunking contest. 

It seems that game designers have finally 
twigged that multi-player games are actually 
good fun, because to replicate the arcade’s four 



Meet the NBA formation arm waving team. 


joystick action, NBA Jam uses the Super Multi- 
Tap four-way adaptor. Which is rather good 
news - if you happen to have, or hanker after a 
Super Multi-tap that is. 

FIFA condiment 

Super Bomberman made four way play famous 
on that SNES-type thing, but needed to be tried 
before the full on effect of the system was 
realised. The screenshots looked basic and 
bland, the cute little hero almost 
indistinguishable from the never ending parade 
of Nintendo nicies. You had to have a go to 
discover just how good the game was, but didn’t 
want to because it looked so basic. NBA Jam 
should suffer far fewer problems here, boasting 
names like David Robinson, Patrick Ewing, 
Dominque Wilkins and Shaquille O’Neal. People 
who helped redefine the concept of 
horrendously well paid sporting superstars - 
although basketball’s most famous son already 
seems to have retired from the Chicago bench. 

Two stars from each of the NBA teams are 
paired on court. They wear the right strip, look 
the right height, look like themselves (although 
you wouldn’t want to pick them out on an ID 
parade on the strength of it) and even employ 
their hallmark moves - leaping and dunking in a 
particularly ridiculous manner. To aficionados 
this should offer a decisive tactical advantage, 
while to the rest of us it offers the chance to 
make a famous athlete do something silly whilst 
scoring points. 

In NBAIand myth, it seems, is more important 
than athletic accuracy. The jumps are higher, the 
moves are more extreme and the ball catches 
fire - honest - to emphasise any series of 
particularly good moves and shots. More 
silliness is found with turbo runs - when the 



Basketball - long legged jumping basket stuffing action. 


players feet glow red hot, just like they do in real 
life, or something. 

TCCB preserve 

The fast, and massively entertaining four-way- 
ness of NBA Jam was obvious even during the 
brief bash we had when the game was demo’ed. 
And that was with four of gaming’s finest 
randomly pressing buttons - because we’d all 
forgotten what A, X and B did. We’ll try to 
remember what does what when It comes to the 
review stage, to find out if this short sharp fun 
coin op’ can make it in the big leagues. ■ 


orlando magic box 

Publisher: Acclaim Price: £44.99 

\ Out: March 






FinHL BRniE STMTS: 




ny 5 
3 PT5 

foinrs 

DMnK5 

y.sisTZ 

ELOCKS 
FFTinns 


J'Ald'JU 


ra-5 
3 PTS 

foinis 

niinKs 
ftSSISTS 
STEALS 
ELOCKS 
EEtnOS 


Fi 

3 I 
=•011 
niKIKS 
ASSI3TS 
STEftlS 
tLOCKS 
KEPHOS 


The evil forces of gravity were once agian foiled by Mr Ewing’s expensive trainers. 


Look what can I say about four players on a stat’s screen that’s funny, witty... 
































Clever title, eh? 
Because, you see, 
this is the'page 
where we review 
Game Boy games. 

And - more 
cieverness - they’re 
small, portable and 
attractively grey 
reviews. No, hang on. 
Er, here are Jonathan 
and Trenton. (Lawks.) 


alien versus predator 

Activision £25 

You’re the Predator, right, and you’re ‘versus’ 
the Aliens. No, wait, you walk along some 
corridors, and you have a selection of weapons. 
Occasionally a large and obvious alien will walk 
towards you, and you kill it. Or a small alien will 
walk towards you, and you kill it. Or a pod splits 
open and a face-hugger jumps out, and you kill 
it. It’s all about as interesting as washing some 
doors, and for ail the atmosphere the large- 
buttocked graphics convey, it might as well be 
called George Versus Mildred. 

17 


out to lunch 

Mindscape £25 

Pretty and playable ingredient-catching chef 
game with platforms that’s laudably similar to 
the funky SNES version, but has a few terribly 
important (and terribly irritating) differences. For 
a start, because you’ve only got the two buttons 
and one of them’s used to jump, when you press 
fire the game takes a guess at whether you want 
to chuck a flour bag or swing your net with 
hilarious consequences, if not unfairly fatal ones. 
Secondly (and this really is very annoying) when 
your chef gets caught, all the escaping 
ingredients teleport back to their original 
positions on the map. The SNES game handled 
things far better, as they sort of bounced away 


An alien. 


from you in a Sonic ring-like fashion, giving you a 
chance of recapturing them on the spot. But, no, 
the Game Boy version forces you to run back 
through the level, wasting time and fusing 
patience glands in an entirely unnecessary way. 
All in all, a highly successful attempt at drawing 
a potato knife sharply across the hamstrings of a 
jolly nice game. 

And one more thing: icy platforms. On level 
one. Oh dear. 

68 


f1 pole position 

Ubi Soft £25 

Again, a conversion of a SNES game, but one 
that manages to improve on the original in a 
hugely important respect. The immensely 
complicated and realistic but largely 
incomprehensible fiddling you did with your car 
in the SNES version has been replaced with a 
simple rating system, so, for example, one 
engine option would give you ‘A’ acceleration, 
but only ‘C’ durability. Hurrahs, and many of ’em. 

F1 caters for up to four players, but even with 
two there’s something missing. On the split¬ 
screen of the SNES version, you could see more 
or less at a glance where the other driver was 
and cackle insanely in an appropriate manner, 
but with the Game Boys’ independent screens 
and identical car sprites the element of 
competition is utterly lost. The actual game is a 
well-judged balance between driving and racing, 
and is very fast and a reasonable amount of fun. 
But there’s nothing new or really exciting here 
beyond those friendly stats, and to be honest I’d 
be inclined to go for Lambo US Challenge with 
its gambling and police traps. 

63 

teenage mutant ninja 
turtles 3 

Konami £25 

Great start: the box shows one of the original 
stringy and ornery Ninja Turtles viciously 
attacking a wall, but the game’s an innocuous 
platformer. Things don’t really get any better 
because, well, the game’s an innocuous 
platformer. With horribly dark graphics. There’s a 



nice idea in there: you start with one of the Turts, 
and by rescuing others can swap between them 
to climb walls or crawl under doors or 
something, but it isn’t enough to prop up a very 
average platform game. But at least it’s an 
innocuous one. With horribly dark graphics. And 
you only get one life. 


tiny toon adventures 2 

Konami £25 

I know my cartoons, me. And I do like the Tiny 
Toons show quite a lot. It’s one of a flurry of new 
Warner Bros cartoons (along with Batman and 
Taz-Mania, and the upcomingly promising 
Animaniacs) that eschew the horrible licence-led 
“illustrated radio” and get back to gags and plain 
old animation, except it’s rather good actually. 

So I was extremely pleased to see this game has 
spot-on graphics. Spot-on. They’ve even got the 
personalities right, with everyone behaving 
exactly as they should. And the sound is lovely 
as well. 

But. Well, but. But... it’s a platform game. Yes, 
a glitteringly polished platform game. Yes, a 
hoodwinkingly playable platform game and, yes, 
a platform game with some very nicely thought- 
out sub-games, but a platform game 
nonetheless. If you’ve a Game Boy, you must 
(you simply must) have eight or nine equally 
good games already. Oh, damn it ail, I liked it. I 
liked Tiny Toon Adventures 2. 1 liked a Game Boy 
platform game, d’you hear? 

84 

Indiana Jones and the 
last crusade 

Ubi Soft £25 

Hang on a sec, I seem to have become Trenton 
Webb, hmm, life’s like that. Anyway IJATLC 
respises the film in six stages, with the hatted 
hero battling the Nazi’s. A platformy, leapy, 
punchy whippy affair it’s a little too tough with 
tricky villains in difficult to hit places. Still, how 
can you knock any game where you get attacked 
by a giraffe? The passcodes make the whole 
thing a go project but it’s still a tough task. 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.88 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 

■h FREE SN PROPAD- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

+FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 




SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL 

60 CHANNEL TUNING, REAR 
SCART INPUT. HEADPHONE 
SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, 
LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA. ST. MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 


ADDAMS FAMILY 2 - 


AERO THE ACROBAT • 


B.O.B. 

BATMAN RETURNS . 


CAPTAIN AMERICA . 

CHAMPIONSHIP POOL.. 
CHESSMASTER . 


DAFFY DUCK - 

THE MARVIN MISSIONS • 


KEVIN KEEGAN PLAYER MANAGER 


MARIO ALL STARS 


MEGALOMANIA . 


RRP 

OUR 

PRICE 

..44.99 

...37.49 

..44.99 

...34.99 

..44.99 

...39.99 

..54.99 

...49.99 

..44.99 

...37.49 

..49.99 

...41.99 

..49.99 

...44.99 

..49.99 

...43.99 

..44.99 

...39.99 

..44.99 

...37.49 

..44.99 

...39.99 

..49.99 

...40.49 

..39.99 

...34.49 

..39.99 

...33.49 

..49.99 

...44.99 

..49.99 

...44.99 

..49.99 

...44.99 

..44.99 

...37.49 

..44.99 

...36.99 

..44.99 

...36.99 

..44.99 

...39.99 

..49.99 

...40.49 

..54.99 

...49.99 

.44.99 

...39.99 

.44.99 

...39.99 

.44.99 

...36.99 

..49.99 

...39.99 

..44.99 

...36.99 

..39.99 

...32.99 

..49.99 

...43.99 

..49.99 

...39.99 

.49.99 

...41.99 

.49.99 

...40.99 

..44.99 

...36.99 

..44.99 

...36.99 

.49.99 

...43.99 

49.99 

...37.99 

..44.99 

...24.99 

..54.99 

...40.99 

.49.99 

...42.99 

.44.99 

...37.49 

.44.99 

...37.49 

.59.99 

...51.99 

.49.99 

...41.99 

.44.99 

...36.99 

.49.99 

...41.49 

.49.99 

...39.99 

.39.99 

...33.49 

,.44.99 

...39.99 

,.49.99 

...39.99 

.49.99 

...44.99 

.59.99 

...49.99 

.49.99 

...43.99 

.49.99 

...43.99 

.59.99 

...49.99 

.59.99 

...53.99 


MORTAL KOMBAT.59. 

MRNUTZ* .44. 

MYSTIC QUEST .39. 

NBA ALL STAR CHALLENGE.49. 

NFL QUARTERBACK CLUB .59. 

NHLPA ‘93 ICE HOCKEY .44. 

NIGEL MANSELL’S WORLD CHAMPIONSHIP 39. 

OUTLANDER .49. 

PEBBLE BEACH GOLF.49. 

PGA TOUR GOLF .44. 

PIERRE LE CHEF - OUT TO LUNCH.49. 

PILOT WINGS .39. 

PINBALL DREAMS • .44. 

PINK PANTHER .49. 

PLOK.39. 

POP ‘N- TWINBEE .49. 

POPULOUS 2 • .49. 

PRINCE OF PERSIA .49. 

PUSH OVER.39. 

RANMA 1/2 • .49. 

REN AND STIMPY .44. 

ROAD RUNNER (LOONEY TUNES) .49. 

SENSIBLE SOCCER .49. 

SHADOWRUN* .49. 

SIM CITY .39. 

SKYBLAZER .44. 

STARWING .49. 

STREETFIGHTER 2 .64. 

STREETFIGHTER TURBO .59. 

STRIKER .44. 

SUNSET RIDERS .49. 

SUPER AIR DIVER • .54. 

SUPER BOMBERMAN .44. 

SUPER GOAL.44. 

SUPER MARIO KART .39. 

SUPER MARIO WORLD .39. 

SUPER NBA BASKETBALL.49. 

SUPER PROBOTECTOR .44. 

SUPER PUTTY .49. 

SUPER SMASH TV.44. 

SUPER STAR WARS.49. 

SUPER STRIKE EAGLE .49. 

SUPER TENNIS .39. 

SUPER WWF WRESTLEMANIA.44. 

THOMAS THE TANK ENGINE • .44. 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .49. 

TOP GEAR 2 •.49. 

TOTAL CARNAGE • .44. 

TRODDLERS .39. 

ULTRAMAN.39. 

VEGAS STAKES.39. 

WARPSPEED .49. 

WING COMMANDER 

SECRET MISSIONS .49. 

WINTER OLYMPICS • .49. 

WOLFENSTEIN 3D • .49. 

WORLD LEAGUE BASKETBALL .39. 

WWF ROYAL RUMBLE.59. 

YOSHI’S SAFARI (SCOPE 6 GAME) .39. 

YOUNG MERLIN • .59. 

ZELDA 3 - LINK TO THE PAST .39. 

ZOMBIES .49. 

ZOOL* .44. 


..39.99 

..33.49 

..43.99 

..51.99 

..24.99 

..33.49 

..44.99 

..41.49 

..24.99 

..44.99 

..32.99 

..36.99 

..44.99 

..33.99 

..40.49 

..44.99 

..41.49 

..35.49 

..44.99 

..39.99 

..36.99 

..39.99 

..40.99 

..32.99 

..36.99 i 

..39.99 i 

..55.49 

..48.99 

..40.49 

..42.49 

..49.99 

..32.99 

..37.49 

..31.99 

..34.49 

..41.49 

..37.49 

..44.99 

..37.49 

..38.99 

..42.49 

..32.99 

..34.99 

..39.99 

..40.49 

..44.99 

..39.99 

..34.99 

..19.99 

..33.49 

..32.99 

..44.99 

..44.99 

..44.99 

..32.99 

..53.99 

..34.49 

..54.99 

..32.99 

..38.99 

..36.99 



GAMEBOY DEALS 


ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 

FREE KONIX GB HOLSTER .49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

• = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY S 

SCAVENGER HUNT . 23.49 

ADVENTURE ISLAND 2 • . 20.99 

ALFRED CHICKEN . 23.99 

ALLEYWAY . 13.49 

ASTERIX . 23.99 

ASTEROIDS .12.99 

BART VS JUGGERNAUTS . 13.99 

BATMAN - 

THE ANIMATED SERIES . 21.99 

BATTLETOADS . 21.49 

BATTLETOADS IN 

RAGNAROK’S WORLD . 21.99 

BEST OF BEST KARATE . 21.49 

BILL AND TED’S EXCELLENT 

ADVENTURE . 17.49 

BIONIC COMMANDO . 21.49 

CASTLE QUEST • . 20.99 

CASTLEVANIA . 14.49 

CHUCK ROCK . 20.99 

CLIFFHANGER* . 20.99 

DARKWING DUCK . 25.49 

DR. FRANKEN 2 . 23.99 

DR. MARIO . 20.49 

DRACULA . 20.99 

DROPZONE . 23.99 

DUCK TALES . 21.49 

EMPIRE STRIKES BACK . 21.49 

FI 5 STRIKE EAGLE . 23.49 

FELIX THE CAT* . 20.99 

FIDGETTS . 23.49 

FIREFIGHTER . 23.99 

FLINTSTONES . 21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR) . 25.49 

FRANKY, JOE AND DIRK 


ON THE TILES* . 21.99 

GARFIELD . 24.99 

GARGOYLES QUEST . 13.49 

GEAR WORKS . 20.99 

GOAL* . 21.99 

GOLF . 18.49 

HUMANS* . 21.99 

JACK NICKLAUS GOLF . 21.49 

JURASSIC PARK . 25.99 

KID DRACULA . 22.49 

KID ICARUS . 20.49 

KIRBY’S DREAMLAND . 20.49 

KRUSTYS FUN HOUSE . 19.49 

LAMBORGHINI* . 21.99 

LAST ACTION HERO . 20.99 

LAWNMOWER MAN . 23.49 

LEMMINGS . 22.49 

LETHAL WEAPON . 23.99 

LOONEY TUNES . 25.49 

MARBLE MADNESS . 20.49 

MARIO AND YOSHI . 20.49 

MEGA MAN 2 . 20.49 

MERCENARY FORCE . 21.99 

MICKEY’S PUZZLE . 23.99 

MORTAL KOMBAT . 26.99 

MOTOR CROSS MANIACS . 14.49 

MUHAMMAD ALI BOXING * .23.99 

MYSTIC QUEST . 25.49 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP .22.49 

NINTENDO WORLD CUP . 20.49 

PANG * . 20.99 

PIERRE LE CHEF- 

OUT TO LUNCH* . 23.99 

PINBALL DREAMS . 21.99 

POPULOUS . 23.49 

PRINCE OF PERSIA . 21.49 

PRINCESS BLOBETTE . 13.49 

REN AND STIMPY . 22.99 


ROAD RASH . 23.49 

SENSIBLE SOCCER * . 20.99 

SOLAR STRIKER .13.49 

SPEEDY GONZALES . 26.99 

STAR TREK .. .25.49 

STAR WARS ... .22.49 

SUPER JAMES POND . 23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TALESPIN . 21.49 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE . 21.99 

TENNIS . 19.49 

TERMINATOR 2 . 13.99 

TESSERAE* . 17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY . 23.99 

TINY TOON ADVENTURES . 21.49 

TINY TOON ADVENTURES - 
MONTANA S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL) . 23.49 

TITUS THE FOX* . 21.99 

TOM AND JERRY . 21.49 

TOM AND JERRY 2 . 23.99 

TOP RANKING TENNIS . 20.49 

TOTAL CARNAGE * . 23.99 

TRACK AND FIELD . 24.49 

TROLLS* . 23.99 

TURRICAN . 14.49 

TURTLES 2 . 25.49 

VIKING CHILD* . 21.99 

WWF KING OF THE RING * . 23.99 

WWF SUPERSTARS . 21.49 

YOSHI’S COOKIE . 18.49 

ZELDA - LINK’S AWAKENING ...22.49 

ZEN - INTERGALACTIC NINJA ...22.49 

ZOOL* . 21.99 



SUPER NES EXTRAS 

JOYPADS 

DRAGON SPEEDPAD 
(WITH AUTOFIRE) .9.99 


FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 




LOGIC 3 LOGIPAD SN 

FOR SNES. FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE. 13.99 


NINTENDO 
CONTROL PAD 
15.99 




NINTENDO SCOREMASTER 
JOYSTICK + SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 

PHASE 9 OBLITERATOR WITH ^ ^ ■... 
AUTOFIRE(TWO SPEED) & SLOW ^ 

MOTION. 13.99 ^ 

QS160 SUPERCON 2 
JOYPAD (WITH SLOW MOTION 
AND AUTOFIRE) .10.99 




QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE ' 

REQUIRED. 28.99 

QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND 

SLOW MOTION.35.99 

QUICKJOY SN ; 

\ PROPAD (WITH I 

SLOW MOTION AND i 
TWO SPEED AUTOFIRE) 

SAITEK MEGAMASTER I 
JOYSTICK WITH AUTOFIRE AND 
SLOW MOTION (MICROSWITCHED). 
18.99 

SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION 
11.99 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE).18.99 

NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. ...39.99 


LEADS 

SCART LEAD ■ SUPER NES TO TV WITH SCART INPUT .. 
MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR CBM 1084S MONITOR .. 
NINTENDO STEREO AUDiO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) . 


STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 
AND DUST (CLEAR PLASTIC) . 

LOGIC 3 MULTI CASE CARRY BAG . 


..12.9 


GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 


MANGA VIDEOS 

PLEASE NOTE THAT DUE TO THE NATURE OF SOME 
OF THE VIDEOS WE ONLY ACCEPT POSTED/FAXED 
ORDERS FOR VIDEOS WITH AN 18 CERTIFICATE. 
PLEASE STATE ’1 AM OVER 18’ ON YOUR ORDER. 

* = NEW VIDEO 

3X3 EYES (RATED 18) . 10.99 

3X3 EYES PART 2 (RATED 15) . 8.99 

AKIRA (RATED 15) . 12.99 

AKIRA DOUBLE PACK (RATED 15) . 17.99 

CRYING FREEMAN PART 1 (RATED 18) . 10.99 

CRYING FREEMAN PART 2 (RATED 18) . 8.99 

CRYING FREEMAN PART 3 (RATED 18) * . 8.99 

DOMINION TANK POLICE 1 AND 2 (RATED 15) ...12.99 
DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

DOOMED MEGALOPOLIS 1 (RATED 15) . 8.99 

DOOMED MEGALOPOLIS 2 (RATED 18) . 8.99 

DOOMED MEGALOPOLIS 3 (RATED 15) * . 8.99 

FIST OF THE NORTH STAR (RATED 18) . 12.99 

HEROIC LEGEND OF ARISLAN 1 (RATED PG) . 10.99 

HEROIC LEGEND OF ARISLAN 2 (RATED PG) . 10.99 

JUDGE (RATED 15) . 8.99 

LENSMAN (RATED PG) . 12.99 

ODIN (RATED PG) . 12.99 

PROJECT A-KO (RATED 15) . 12.99 

R.G. VEDA (RATED PG) . 12.99 

TETSUO - THE IRON MAN 

(LIVE ACTION - RATED 18) . 12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) . 12.99 

TETSUO DOUBLE PACK 

(LIVE ACTION - RATED 18) . 17.99 

THE ULTIMATE TEACHER (RATED 15) . 8.99 

UROTSUKIDOJI - 

LEGEND OF THE OVERFIEND (RATED 18) . 12.99 

UROTSUKIDOJI 2 - 

LEGEND OF THE DEMON WOMB (RATED 18) . 12.99 

VAMPIRE HUNTER D (RATED 15) . 12.99 

VENUS WARS (RATED PG) . 12.99 

WICKED CITY (RATED 18) . 12.99 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at amazing 
prices for Megadrive, Master System, Game Gear, Super NES, 
Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple 
Mac. And we sell T-shirts, Manga Videos and cuddly toys! 



Sp^ecial memLeM, can luwe oil tlUi.. con ^614? 

® READ NRG Regular Club Magazine 
^CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
§1 SAVE with our Special Deals 
SAVE more with our XS Coupons 
^ WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Mailings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Mailings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form tor 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 1100 22.00 

We'oNLY SUPpTy”^^ if^BERS BUT YOU Ca“ OF^ERAS YOU d'oiN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) ROLE 

Name_ 


1 

! Phone Machine 

1 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE fANNUAL UK 7.00) 


1 

'item 


I item 


1 

1 item 


1 

I item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to; SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


























































































































































































































































































































































VKQE yov ALL TO MAKE yOUE WAy 
DOWN TO THE SHOPS & BUy THIS IMMEDlATELy IT'S FABH TOTAL 


m 


JAN '94 



HE CHAPHICS AND SOUND ABE FAULTLESS... yOU CO 
WITH A copy OF MySTICAL NINJA. I SMILED 
\ ALL THE WAy THBOUCH IT. SUPEK PLAy 


JAN '94 














S o hello, happy New Year and 

that kind of thing. What did you 
get for Christmas? What new 
games, widgetts and machines 
did you discover underneath the Mr 
Blobby wrapping paper? Were the 
games good, bad or indifferent? 
Basically, did you have a super 
Nintendo time? (Look at the word play! 
Wilde would have been proud of that 
y'know. Ed.) 

What did we get? Well I received a 
wonderful blue bike, Simon had a 
small... look I can’t do this any more. I 
can’t maintain the pretence, I can’t 
stand the lies anymore... This issue is 
a little odd you see, because although 
you’re reading it in early January, we 
actually put it together in the last 
weeks of December. So it’s a little dis¬ 
orientating to be writing about 
resolutions, being over weight and the 
New Year blues even before the 
Christmas parties have kicked off. But 
we do try. So in a bid to maintain this 
essential artistic fiction that is the 
wonderful world of magazines, here 
we go. But don’t expect any witty 
comments about Vic and Bob’s Big 
Boxing Day Night Out because we 
ain’t seen it yet. 

we love NY* 

So here we are in 1994, a year that 
should be pretty darned momentous 
for video gamers, particularly those of 
a Nintendo bent. This year we’ll see 
the start of a whole new format war 
with the Jaguar, 3DO, CD32 and Sega 
Saturn system all coming on line and 
trying to snatch a bit of the SNES 
action - oh and there’s always the 
launch of Nintendo’s own brand 
spanking new arcade Project Reality 
64 bit beast. It’s going to be fun, and it 
should be massively impressive. 

If nothing else just sit back and 
admire the carnage as the hardware 
manufacturers knock seven bells out 
of each other in adverts, in the press 
and even on Saturday morning TV - 
ring Maggot Moments and win a Sony 
Playstation! 

Be strong, stick by your SNES. 
You’ve already got the best games 
machine available and in ’94 you’re 
looking at some major rewards in 
terms of game play. Only now, after a 


few years and a couple of games 
each, have most programmers have 
finally got their heads around the finer 
points of the Super Nintendo and now 
know how to fully milk its potential. 
Now the SNES will fulfil all of its gam¬ 
ing promise. And as carts become 
more readily available through places 
like Boots, Smiths etc, both high street 
competition and the pound/dollar/yen 
exchange rate are now in action to 
(hopefully) force prices down as well. 

about issue 16 

So what about THIS issue then I hear 
you cry (or have just still got a belliger¬ 
ent headache from New Year’s Eve?) 
Oh hang on, we haven’t had that yet. 
But to continue my rhetorical ruse, this 
issue’s a dooze - but then I would say 
that wouldn’t I? 

We’ve gone for a few ‘heavier’ fea¬ 
tures this month. First we look at the 
tricky little problem of piracy on the 
SNES. Now this isn’t a major problem 
in the UK as yet, but as the number of 
people playing games increases, so 
does the incentive for the people to 
rip-off carts. 

Now you may think piracy is all a 
matter of the high seas and fancy 
trousers. Well It is, but it’s also a mat¬ 
ter of copyright theft, big business and 
some ingenious - if not altogether 
moral - tampering with game code. If 
you still don’t know what I’m wittering 
on about (And if you don’t, we’ve every 
sympathy with you. Simon, John, 
Simon, Colin... and everyone else at 
Game Zone) then hit those pages now. 

censored 

Who can tell you what to watch, or 
what to play? Who has that right? With 
the tabloid press and TV turning up the 
heat on video games at the moment - 
they’re being blamed for everything 
from restless kids through to very real 
and very disturbing, violence - then 
some form of games censorship is a 
real possiblity. In ‘94 a voluntary sys¬ 
tem of games classification is being 
introduced by the software publishers, 
in a bid to head off the anti-games lud¬ 
dites at the pass, and we’ve a special 
investigative feature that shows how 
this will affect both you and the games 


you can buy. We also look at what 
could happen if this new voluntary 
system isn’t deemed to be tough 
enough. It is essential reading. 

To show our personal disdain - 
because were pinko liberal scum - and 
in a more light hearted vein, we also 
uncover the nastiest, most violent and 
generally most horrific games ever 
seen on a Super Nintendo. The results 
will have you reaching for a barf bag. 
This is shocking stuff - well, actually 
it’s pointless hype - but it’s kind of 
entertaining. 

game ’93 

In keeping with all those news round 
ups of the year, we too take a little ret¬ 
rospective look at the games of 1993. 
Now Jonathan Nash, in my opinion is a 
little bit of a ‘games evangelist’. 

Games are either saviours that take 
you to play heaven or they deserve to 
be damned to darkest pits of cart hell. 
There’s very little middle ground with 
this guy. This issue, he takes us on a 
tour of what he thought of last year’s 
games. Some scores go up (but only a 
precious few), some go down (almost 
all of them actually) and some stay the 
same (well, about two of them to tell 
the truth). It’s an amusing read, but is 
he right? 

Should we join Jonathan on his 
games crusade, nay his jihad for purity 
of play, or should we be a little more 
forgiving? The reviews are written to 
be buying guides for you, but are we 
giving you the right Info, in the right 
way? Let us know - because we’re 
quite keen on excommunicating 
Jonathan anyway. 

And if there’s room - we haven’t fin¬ 
ished the issue yet, so it’s a little hard 
to be sure - there’ll be a spesh bit on 
American football games, past, pre¬ 
sent and future on the SNES, some 
game reviews, previews and a packed 
section of news. But I always blather 
away about those kinds of thing so I 
won’t this time. Enjoy the mag and I’ll 
catch you next month. 

Cheers 

Trenton Webb, Editor. 

*New Years 




